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)4XX WHAT WE GONNA DO IN THIS ISSUE xxx 


SEVERAL ARTICLES PLANNED FOR THIS MONTH HAVE BEEN ELAYED - INCLUDING THE CHECKBOOK PROGRAM 
AND A TUTORIAL ON SPEED IN BASIC- SO THAT WE COULD DEVOTE AT LEAST PART OF A JOURNAL TO SMALL 
BISK USERS, 

I DECIDED TO DO THAT BECAUSE I GOT A LOT GF QUESTIONS THIS MONTH ON HOW TO USE BISKS - 
AND GOT TIRED OF ANSWERING THEM GNE AT A TIME. THE ARTICLES ON DISK USAGE ARE NOTs REPEAT NOT: 
DESIGNED TO BE A COMPLETE TUTORIAL. WE HAVE ONE IN THE WHORKS» BUT IT IS MUCH TG LONG TO 
INCLUDE IN THE JOURNAL. WHAT THIS MONTHS ISSUE BGES IS TO ANSWER THE QUESTIONS THAT I GET THE 
MOST. 

WE HAVEN’T FORGOTTEN THE REST OF YOU. THERE ARE ARTICLES ON HOW TO GET CLOSER TO TRUE 
RANDOM NUMBERS: & REPORT ON OSI AT THE FAIRRE>» A BEGINNERS CORNER» ANI SOME PROGRAMS FOR THE 
C1P, 

AS A NICE BONUS: THERE IS A SIMPLE WORT PROCESSING PROGRAM THAT WILL WORK GN [ISK OR WITH 
TAPE. €O.Ke IT ISN’T REALLY A WORK PROCESSOR: JUST A LETTER WRITER WITH DELUSIONS OF 
BRANBEUR ) 


EEX T MET OSI xxx 


HOW'S THAT FOR AN ODDITY? IT COST ME A GRAND, BUT IT MAY HAVE BEEN WORTH IT. I SPENT A 
WEEK GOING TO THE NCC CONFERENCE IN L.A. OSI WAS THERE MAINLY TO SHOW OFF SOHE NEW STUFF. 

THERE WASN’T MUCH NEW FOR THE HOBBYIST: AS THEY WERE MAINLY INTERESTED IN SHOWING OFF THE 
NEW INTEGRATED BUSINESS PACKAGE RUNNING UNDER 652 BUT IT WAS MUCH HORE IMPRESSIVE THAN THE 
PREVIOUS SOFTWARE. 

THERE WERE NO NEW MACHINES GR HARDWARE» BUT THERE WAS ANOTHER PEICE OF VERY INTERESTING 
SOFTWARE. I SAW A C4PMF RUNNING PASCAL AND FORTRAN. THE PROGRAMMERS I TALKED TO SAIL THAT IT 
REQUIRES 48K AND DUAL DISK DRIVES» BUT NOG HARDWARE MODS TO C4 OR C8 MACHINES. THE PACKAGE OF 
BOTH PROGRAMS IS SUPPOSEB TO SELL FOR $450 

THE HAPPIEST THING I SAW WAS EVIDENCE OF A NEW AND BETTER ATTITUBE FROM OSI. THE PEOPLE 
THERE WERE VERY INTERESTED IN IMPROVING THE BOCUMENTATIGN AND FOR THE FIRST TIME WERE 
SOLICITIOUS OF OUTSIDE HELP FOR SOFTWARE AND INFORMATION. THEY EVEN PLAN TO PUT OUT A LIST OF 
ALL NON-OST SUPPLIERS OF OSI SOFTWARE AND SEND IT TO ALL OF THEIR DEALERS. I HAVE SEEN TWO 
BITS OF EVIBENCE THAT THE NEW ATTITUDE IS AT LEAST TEMPORARILY REAL. I GOT A PHONE CALL FROM 
OSI (THAT SURPRISED ME - I USUALLY CAN’T GET THEM TO EVEN ANSWER A PHONE) AND THEY ASKED FOR A 
COPY OF THE AARDVARK CATALOG. I ALSO SAW AN OSI JOURNAL PUBLISHED IN MICRO THIS MONTH THAT 
SEEMS TO SHOW A WHOLE NEW ATTITUDE. THE INFORMATION IN THE JOURNAL WAS NOT THE USUAL-HYPE A 
HIGH PRICER SYSTEM- STUFFs BUT WAS ACTUAL INFORMATION ON THE OPERATING SYSTEM OF SHALL OSI 
COMPUTERS. 

MAYBE A NEW TAY IS DAWNING. 


ONE RIT OF BAD NEWS. THE STRING BUG IN THE ROM BASIC WILL BE HERE FOR A WHILEs ACCORDING 
TO SOME OF THE OSI PEOPLE AT THE SHOW. THEY SAID THAT PART OF THE REASON THAT OSI WAS ABLE TO 
SET THE PRICE OF THE COMPUTERS SO PHENOMENALLY LOW WAS THAT THEY CONTRETED FOR A VERY LARGE 
NUMBER OF ROMS FROM THE SAME MASKS. THEY SAID THAT CHANGING THE MASKS AT THIS POINT WOULD 
INCREASE THE COST GF THE MACHINE OUT OF PROPORTION TO THE BENEFITS. THAT ALSO SEEMS TO RULE 
QUT HAVING BUILT IN EDIT FUNCTION ANY: TIME IR THE NEAR FUTURE. 
BEFORE CLOSING THIS ARTICLEs I HAVE TO POINT OUT THAT THE INFORMATION I GOT WAS FROM CASUAL 
CONVERSATION WITH OSI PERSONEL. IN & COMPANY OF THAT SIZEs I TOURT THAT ANY ONE PERSON KNOWS 
EVERYTHING ABOUT OPERATIONS: SO SOME GF THE INFORMATION COULD BE IN ERROR, 


)EXEHON VARIABLE NAMESHXXK 


I GET SEVERAL PROGRAMS PER WEEK IN FOR EVALUATION (SOMETIMES SEVEKAL A DAY)» AND A 
CONTINUING AND COMMON PRBLEM IS BEGINNING TO DRIVE ME UP A WALL. I AM SURE THAT THOSE OF YOU 
WHO USE AND EVALUATE SOFTWARE FROM OTHERS ARE HAVING THE SAME PROBLEM, 

I HAVE NOW TAKEN A SGLUMN OATH THAT I WILL BURN UNUSED ANE! UNREAD ANY PROGRAM THAT COMES 
INTO THIS OFFICE WITH MORE THAN TWO (2) VARIABLES EACH STARTING WITH THE LETTERS X AND Y. FOR 
SOME BAMNED FOOL REASONs PROBABLY STARTING WITH A DEMENTED HIGH SCHOOL ALGEGRA TEACHER, 
EVERYONE THINKS THAT EVERY VARIABLE MUST START WITH ONE OF THOSE TWO LETTERS-OR IF THEY 
LEARNED TO PROGRAM IN COLLEGE, THEY USE ‘I’. 
IN ONE OF THE WORST CASES OF COMPUTER TONGUE TIE THAT I HAVE EVER PERSONALLY WITNESSED» 

WE RECENTLY RECIEVED A DBOOULER PROGRAM IN THE MAIL THAT HAD NO LESS THAN 16 VARIABLES 
STARTING WITH X GR Y. HE USED XlsX29X39X49X59XBs----XADNASEUM! !-AND THEN STARTED WITH ‘Y’. 

I WOULD LIKE TQ HUMBLY POINT OUT THAT WHILE BASIC ONLY RECOGNIZES TWO LETTERS OF A 
VARIABLE NAME» HUMANS CAN RECOGNIZE MORE. BASIC WILL ALLOW THE USE OF WONDERFULL VARIABLE 
NAMES LIKE ‘CORNER’ s’BALL’s ‘MONTHLY’ »’ YEARLY’ s’MINE’s AND ’ YOURS’. HUMANS» INCLUDING YOU, 
WHO READ THE PROGRAM LATER WILL BE SO GRATEFUL FOR A VARIABLE NAME THEY CAN UNDERSTAND WITHOUT 
A LOT OF FIGURING. 

IN THE INTEREST OF MEMORY ECONOMYs WE SUGGEST THAT PROGRAMMERS USE THE FULL NAME THE FIRST 
TIME IT APPEARS IN THE TEXT AND GNLY THE FIRST TWO LETTERS IN THE FOLLOWING TEXT. 
)XXXBRIGHT IDEA OF THE WEEKES 
SOME OF THE HOBBYISTS ARGUND YPSILANTI MICHIGAN HAVE BREEN USING A CHEAP AND NOT TO RELIABLE 
MEANS OF SENDING PROGRAMS TO OTHER HOBBYISTS. HOBBYIST #1 FUTS HIS TAPE RECORDER CLOSE TO 
JHE PHOWE WHILE HOBBYIST #2 RECORDS OFF THE PHONE WITH A 98 CENT RADIO SHACK PHONE MIC. 
SOMETIMES IT EVEN WORKS. I SENT BOR RETELLE A GARBAGE COLLECTOR ROUTINE THAT WAY A FEW WEEKS 
AGO. . 
EXXON DISK SYSTEMS-O565DKK% 


WHILE THIS ARTICLE WILL ASSUME THAT YOU HAVE READ THE OSI DISK BASIC MANUALs IT WILL NOT 


ASSUME THAT YOU UNDERSTAND MUCH BEYOND THE LOAD: PUT» AND RUN COMMANDS. IT WILL REPEAT A LOT 
OF INFORMATION THAT IS ALREADY IN THE MANUAL ANDI WILL THEREFOR BE BORING TO THOSE WHO ARE 
ALREADY VERY FAMILIAR WITH THEIR DISKS. I AM SIMPLY GOING TO TRY TO MAKE THAT INFORMATION A 
LITTLE MORE PALATABLE AND FILL IN A FEW OF THE GAPS. 
IT AM ONLY GOING TO COVER O565D IN THIS ARTICLE AS THAT IS THE MORE COMMON SYSTEM AMONG 

THE SUBSCRIBERS TO THIS JOURNAL. THOSE OF YOU WHO HAVE GONE WHOLE HOG AND BOUGHT THE MORE 
EXPENSIVE OS65-U ARE HEREBY REFERED TO OUR COMPETITOR ‘’PEEK( 65)’. I AM ALSO GOING TO 
CONCENTRATE ON THE MORE COMMON 3 1/4’ DISK. WHERE THE 8’ VALUES DIFFER» I WILL INCLUDE THE 
BATA FOR 8° IN ¢ ), 
600D LORD THAT IS A LOT OF EXPLANATION-AND WE AINT EVEN STARTED YET. 

BY A VERY NARROW MARGIN» THE MOST COMMON QUESTION I GET ABOUT DISKS IS ’HOW DO I START A 
NEW BISK?’. THAT IS NOT A SIMPLE, PROBLEM FOR SOMEGNE WITH A SINGLE JBDISK DRIVE. 

THERE ARE ACTUALLY THREE VALID ANSWERS FOR THAT QUESTION AND ANSWERING IT WILL GIVE US AN 
EXCUSE 70 LOOK AT THE DISK. 

AT THE SIMPLEST LEVELs ANY DISK THAT HAS BEEN ITITIALIZED CAN BE USED FOR PROGRAM AND DATA 
STORAGE. IN ESSENCE» WHAT INITIALIZATION DOES I5 TO WRITE TRACK HEADERS ON THE DISK SO THAT 
THE BOS (Disk Operating System) CAN FIND TRACK 12 AND TRACK 14 AND SO ON. ONCE THAT IS DONEs 
YOU CAN STORE DATA AND PROGRAMS BY TRACK NUMBER. HOWEVER» AT THAT LEVEL IT IS HARD TO TELL 
WHAT IS ON THE DISK (YOU CANT USE A DIRECTORY PROGRAM) AND YOU HAVE TO BOOT UP WITH ANOTHER 
PROGRAM BEFORE YOU CAN USE THE NEW BISK, 

AT THE SECOND LEVEL» YOU HAVE TO COPY A DIRECTORY GNTGQ THE DISK AND IT HAS TO BE ON TRACK 
12 (8 FOR 8’). NOTE THAT IT IS NOT NECESSARY TO PUT A DIRECTORY PROGRAM ON THE DISK. AS LONG 
AS TRACK 12 HOLDS DIRECTORY INFORMATION: YOU CAN SAVE AND RUN PROGRAMS BY NAME-AND IF YOU CALL 
IN & DIRECTORY PROGRAM FROM ANOTHER DISK» YOU CAN EVEN TELL WHAT’S ON THIS ONE. AT THIS LEVEL 
YOR) HAVE A FAIRLY HANDY DISK: BUT YOU STILL HAVE TO BOOT UP WITH ANOTHER DISK BEFOR YOU CAN 
USE THIS ONE. 

TO MAKE A BOOTABLE DISK» YOU HAVE TO HAVE THE I.0- ROUTINES: BASIC, AND: IF YOU WANT TO 
DO MACHINE CODEs AN ASSEMBLER. THE 1.0. ROUTINES AND BASIC ARE ON TRACKS 0-6 (0-4 FOR 8’) AND 
THE ASSEMBLER/MOGNITOR OCCUPIES TRACKS 7-12 (5-7). TO BOOT UP A DISKs WE HAVE TO HAVE AT LEAST 
THE FIRST SIX TRACKS. IF YOU HAVE A DUAL BISK SYSTEMy NO PROBLEM-JUST USE OSI’S COPY PROGRAM. 


THE AARDVARK JOURNAL IS PUBLISHED SIX TIMES A YEAR RY RODGER OLSEN, AARDVARK TECHNICAL 
SERVICES: 1690 BOLTON» WALLED LAKEs MI 48088. SUBSCRIPTION RATE! $9.00 A YEAR. COPYRIGHT 1990 
BY RODGER OLSEN. FIRST CLASS POSTAGE PAID AT WALLED LAKE, MI 48088 
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IF YOU HAVE A SINGLE BISK SYSTEM, FORGET THE COPY PROGRAM. IT WON’T WORK. USE THE ONE THAT WE 
HAVE INCLUDED AT THE END OF THIS ARTICLE, IT WILL COPY THE FIRST 14 TRACKS FOR YOU, 
ASSUMING YOU ARE GOING TO RUN BASIC PROGRAMS» ALL YOU NEED ARE THOSE FIRST SIX TRACKS: &é 
DIRECTORYs AND A PROGRAM SOMEWHERE ON THE DISK CALLED ’BEXECK’ WHEN THE DISK BOOTS UPs IT WILL 
PUT BASIC INTO THE BOTTOM OF MEMGRY AND THEN RUN WHATEVER FROGRAN YOU CALLED BEXEC# 
SEE HOW SIMPLE IT IS- 
€])INITIALIZE A DISK 
{2)€0PY TRACKS 0-6 
CSICOPY A TIRECTORY 
(4)PUT ON A BEXECH 
THAT BRINGS US TO AN EXCUSE TO LOOK AT THE OSI ‘UTILITIES’ - PARTICLULARLY ’ BEXEC#’ 
NOW’ BEXECK IS A SPECIAL PROGRAM-BUT NOT 45 SPECIAL AS IT THINKS IT IS. ACCORDING TO RUMORS 
AROUND OSIr THAT IS PRONOUNCED AS IF IT WERE B-EXECUTIVE-AS OPPOSED TO A-EXECUTIVE-WHICH NO 
ONE REMEMBERS EITHER HAVING SEEN ORK MISSED. AS WE JUST WENT OVER: BOS WILL LOOK FOR A FGRAK 
CALLED BEXECK WHEN IT BOOTS UP AND WILL GET MIGHTY CONFUSED IF If BONT FIND IT. THE NICE 
THING IS THAT IF DOENS’T CARE WHERE THAT PROGRAM I5 OR WHAT’S IN IT. AS CURRENTLY SET UPs THE 
OSI BEXECS DOESN’ T DO MUCH. IT WILL CALL ’DIR’ OR ‘CHANGE’ OR POKE INTO BASIC THE KEYWORDS FOR 
LIST NEW AND CONTROL-C. YOU CAN HOWEVER CHANGE ALL THAT. FOR INSTANCEs ON THE AARDVARK BEXECKs 
WE PUT A DIRECTORY: CHANGEs CREATEs AND DELETE ALL ON ONE TRACK ANE CALL IT HEXECK, WE 
THEREFOR GET A UIRECTORY AS SOON AS WE BOOT UP AND HAVE ALL OF OUR MOST NEEDED ROUTINES ON 
HAND AS SGON AS WE PUT THE BEXECK PON A DISK. IF YOU WANT TO DQ A SIMILAR PROGRANs ALL YGU 
HAVE TO BO IS TO PUT THE INFORMATION IN LINES 257 100405 AND 10070 GF THE GSI BEXECK INTO AXY 
NEW PROGRAM AND THEN ENTER ANY MATERIAL YOU WANT TO HAVE AS AN EXECUTIVE, 
IT 15 ALSO IMPORTANT TO REMEMBER THAT YOU CAN PUT THE BEXECX ANYWHERE EXCEPT TRACKS 0-é 
AND 12. ON SOME APPLICATIONS DISKS WHERE WE NEEB A LOT OF FILE SPACE, WE PUT BEXECK ON TRACK 
7 @ND THEN HAVE TRACKS 8-11 AND 15-39 FOR FILE SPACE. THE LETTER WRITER THAT I AM USING TO 
COMPOSE THIS OCCUPIES TRACKS 7-11 AND THE TEXT %I5 STORER ON TRACKS i3- 39, 
JAXCHANGE XK 
DEFINITELY AN EXAMPLE OF STRANGE PROGRAMMING. THE PROGRAM IS 65 LINES LONGs AND THE WORING 
PART IS ONLY 4 LINES LONG. WHAT IT BGES IS TO AS MANY AS THREE POINTERS. THE POINTER FOR THE 
BOTTOM OF BASIC WORK SPACE IS IN LOCATIONS 121 ANB 120 (STORED LOW BYTEs HIGH BYTE IN THE BEST 
6502 TRADITION). TO AUB & PAGE BUFFERS» YOU PEEK LOCATION i2is ABD 8 FOR EACH BUFFER AND POKE 
Iv BACK INTO 221. THE POINTER FOR THE TOP OF WORK SPACE I5 IN LOCATION 132 AND 133. IF YOU 
ASK FOR STORAGE SPACE AT THE TOP OF WORK SPACEs CHANGE PEEKS THOSE TWO LOCATION: SUBTRACTS THE 
BESIRED SPACE AND POKE THE VALUES HACK IN. THE ONLY OTHER THING IT GOES 15 TO POKE THE 
TERMINAL WIDTH INTO LOCATION 23. 
MOST GF WHAT IT DOES IS TO ASK IF YOU ARE SUREs VERY SUREs VERY SURE WITH SUGAR ON IT THAT YOU 
REALLY» REALLY» REALLY» WANT TO CHANGE THE WORK SPACE. 
HXECKREATERKK 
CONSISTS OF IS AN ENTRY IN THE DIRECTORY. TRACK 12 CONSISTS OF 8 BYTE ENTRIES. THE FIRST 6 
BYTES ARE THE NAME OF THE FILE AND THE NEXT TWO ARE THE STARTING AND ENDING TRACKS-IN BCR, IF 
THE FILE IS EMPTY» THE FIRST 6 LOCATIONS ARE FILED WITH ¥k4°S (ASCII 42°5), THAT IS WHY YOU 
HAVE TO COPY A DIRECTORY RATHER THAT JUST CREATE ONE WITH THE DIRECTORY PROGRAM. THERE I5 NO 
EMPTY SPACE AND A BLANK TRACK WOULD CONFUSE THE BIRECTORY PROGRAM. NOTE THAT THE ENTRY IN THE 
DIRECTORY BOES NOTHING TO THE DISK BUT TELL BOS WHERE TO FIND THE PROGRAM. WIPING OUT OR 
CHANGING THE BIRECTORY ENTRY DOES NOTHING TO THE DATA OR PROGRAM. YOU CAN THEREFORs FOR 
INSTANCEs EXPAND GR CONTRACT A FILE BY DELETING IT AND RECKEATING IT IN THE SAME SPACE WITH A 
DIFFERENT NUMBER OF TRACKS. 
JRATELETE XK 


MAINLY FINDS THE ENTRY FOR THE PROGRAM ANI THEN WRITES 4#°S INTO THE NAME SPACES. 


EX #9 ERRORS 4x 


A PARITY’ ERROR ACCORDING TO THE BOOKS. THAT MEANS THAT THE BOS SYSTEM THINKS WHAT IS 
ON THE TRACK IS NONSENSE. IT USUALLY COMES FROM ONE OF THREE PROBLEMS. 
(i) DSR Sree 33 Fr 
(2) YOU FORGOT TO INITIALIZE THE BISK 
(3) OR» MOST COMMONLY? YOU FORGOT TO PUT ANYTHING IN THE FILE YOU JUST OPENED. ONE OF THE 
NASTY THINGS ABOUT OPENING A FILE (RISK OPEN» 6sETC) IS THAT THE BOS TRIES TO REAB WHAT IS 
IN THE FILE JUST IN CASE YOU WANT TO USE IT LATER. IF THERE IS NOTHING IN THERE: THE BOS 
GQES BOING AND GIVES YOU & #9 ERROR. O51’S SOLUTION IS TO PROVIDE YOU WITH ’ ZERO’ A 
MACHINE CODE UTILITIY THAT FILLS THE FILE WITH-GUESS WHAT- ZERO’S. THERE ISN’ T ANYTHING 
MUCH MAGIC ABOUT ZEROS: BUT THE SOLUTIOGN’S PRETTY. IT BEING THAT I DON’T LIKE TO TAKE UP A 
TRACK WITH A UTILITY LIKE ZERO, I DONT USE IT. SINCE IT DOESNT MATTER BHAT IS IN THE FILE 
BEFORE YOU USE ITs AND AS ALL FILES ARE AT LEAST ONE TRACK LONGs T USUALLY TYPE IN ’PU 
(FILE WANE)’ AS SOON 4S I CREATE THE FILE AND STORE BEXECK OR THE CREATE UTILITY IW IT, 
TT WILL INITIALIZE THE FILE FINE AND WILL BE OVERWRITTEN AS SOON AS I PUT SOME REAL BATA 
Ihe SAVES CALLING ANOTHER ROUTINE. 


EXDATA FILES - WHAT THEY FORGOT TO MENTIONSS 


I AM NOT EMBARRASSED TO ADMIT THAT I BLEW AWAY ABOUT 10 DAYS OF WORK WHEN I GOT MY FIRST 
DISK SYSTEM FROM OSI. EMBARRASSED I’M NOT - MAD I AM. I LOST THE TIME BECAUSE OF THE 
INADEQUACIES OF THE INSTRUCTIONS ON HOW TO USE BISK FILES. MAYBE I CAN SAVE SOMEGNE ELSE 
THE SAME PROBLEMS. 

THIS IS WHAT HAPPENED. I FOLLOWED OS1’S EXAMPLE OF HOW TO CREATE OPEN» AND CLOSE A DATA 
FILE AND IT WORKED, JI THEREFORE WROTE A PROGRAM OF MY OWN TO GIVE AND SCORE TESTS. WHEN I 
HAD THE PROGRAM PARTIALLY TYPED IN AND DEBUGGED WITH DUMMY DATAs I OPENED A FILE TO DO A REAL 
TEST -- AND WIPED OUT MY PROGRAM -- SEVERAL TIMES. 

BLAST! THAT NEVER HAPPENED ON DEC SYSTEMS! 

IT SPENT CONSIDERABLE TIME FINDING THE PROBLEM. WHAT OSI FORGETS TO MENTION IS THAT THE 
SYSTEM STORES THE FILE SPACE - OR LACK OF FILE SPACE - WHEN IT STORES THE PROGRAM. THE RATHER 
SIMPLE MINDER [0S STORES EVERYTHING FROM 327E (317E FOR 8") UP TO THE LIMIT OF THE 
WORKSPACE. WHEN IT COMES BACKs IT IS PUT INTO THE SAME SPACE - WHETHER YOU CHANGED THE 
WORKSPACE OR NOT. THAT MEANS TWO THINGS: 

(1) IF YOU WROTE THE PROGRAM WITHOUT DISK BUFFERS: YOU WIPE IT OUT WHEN YOU OPEN THE FILES AS 
THEY GO IN THE SAME SPACE WHERE YOU DONE PUT THE PROGRAH. 

(2) PROGRAMS WITH BUFFERS TAKE A LOT OF DISK SPACE. IF THE BUFFERS ARE THEREs THEY 60 ON 
NISK TOO. THAT MEANS THAT A 6K PROGRAM WITH TWO BUFFERS (AT 2K EACH) TAKES FIVE TRACKS ON 
THE ISK (10K) TO STORE. 


ONCE YOU UNDERSTAND THAT: IT IS ACTUALLY A HANBY SYSTEM AS PROGRAMS USING FILES ARE 
ALWAYS SET UP AS SOON AS THEY ARE CALLED. CHANGE NEED BE RUN GNLY BEFORE THE PROGRAM IS 
WRITTEN 


WHAT IF YOU GOOF? WHAT IF YOU WRITE THE PROGRAM IN NORMAL WORKSPACE AND THEN NEED . 
BUFFERS? THERE ARE SOME SOLUTIONS» BUT THEY REQUIRE A LOT GF MEMORY OR A TAPE INTERFACE. 
YOU WILL NEED ENOUGH MEMORY FOR THE BUFFERS: THE PROGRAM» AND AN INDIRECT FILE SPACE THE 
SIZE OF THE PROGRAM. 

TO ADD A BUFFER» LOAD THE PROGRAM AND STORE IT IN AN INDIRECT FILE. TYPE IN “NEW. PEEK 
(133)s IF YOU HAVE NO BUFFERS» THAT VALUE SHOULD BE A 50. ADD 8 FOR EACH BUFFER YOU WANT €12 
FOR 8’) AND POKE THE NUMBER BACK. NOW RETURN THE PROGRAM TO MAIN MEMORY WITH A CONTROL X. IF 
WILL BE TREATED AS NEW ASCII INPUT AND PUT IN THE CORRECT MEMORY LOCATION. NOW STORE IT ON 
DISK AND PRAY THAT YOU REMEMBERER TO MAKE THE DISK FILE BIG ENOUGH TO HANBLE THE RUFFERS, 

YOU SHOULD BE ABLE TO DELETE BUFFERS THE SAME WAY» BUT I HAVEN’T TRIED IT. WE DID NEED 
TO ELIMINATE SOME BUFFERS RECENTLY. I HAD SET UP FILE BUFFERS ON THE ADVENTURE PROGRAMS AND 
THEN FOUND THAT IF I ELIMINATED THE BUFFERS» THE EXTRA MEMORY WOULD LET ME STORE STUFF 
WITHOUT FILES. I CHEATED. I READ THE PROGRAM GUT TO THE CASSETTE INTERFACE: RAN CHANGE, AND 
READ IT BACK IN, Y SAVER 4K, 


YEXCHANGING THE RECORD SIZEXX 


: RANDOM ACCESS FILES UNDER 45D ARE PRESET AT 128 BYTES IN LENGTH. THAT SIMPLY MEANS THAT 
WHEN YOU GET A RECORD FROM A RANBOM ACCESS FILE» DOS WILL COUNT GUT 128 BYTES FOR EACH RECORD 
AND STOP AT THE ONE YOU WANT. NOT BADs BUT RATHER WASTEFULL OF DISK SPACE IF YOU ARE STORENG 8 
BYTE PART NUMBERS IN AN INVENTORY PROGRAM AND NOT ENQUGH IF YOU ARE STORING QUESTIONS FOR A 
QUIZ. OSI DOES MENTION THAT THE RECORD: LENGTH CAN BE CHANGED BY SOFTWARE-BUT THEY FORGOT TO 
MENTION HOW TO DO IT. WE GOT THIS SET OF POKES FROM AN OSI DEALER AND HAVE USED IT ON 8’ 
DISKS. 


BYTES PER RECORD POKE 12042 12076 5’ POKEL2042 POKE12074 

199 194 4 
32 96 s a j 
64 48 : 
ie a 7 24 7 
256 12 - ’ 

é ? ; 
a 9 3 16 


1024 3 ; 
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ax T.0. FUNCTIONS DISK VERSION &% 


I CANT TAKE CREDIT FOR THE INFORMATION IN THIS SECTION. IT WAS WRITTEN BY AN AUTHOR WHO 
WOULD RATHER REMAIN ANONYHOUS 
MEMORY LOCATIONS OF INPUT ROUTINES 
24F6 ACTA (CPU BOARD) 
2ucB KEYBOARD 
eul8 UART (450/550 BOARDS) 
2336 NULL 
2389 MEMORY INPUT 
2$A1 MENORY BUFFER DISK INPUT 
2oFO MEMORY BUFFER DISK INPUT 
2480 ACIA GN 350 BOARD 
MEMORY LOCATIONS FOR DISK OUTPUT ROUTINES 
2420 ACTA ON CPU 
2u?7? VIREO QUTPFUT 
200 UART ON 430/550 
249F LINE PRINTER INTERFACE 
2570 MEMORY OUTPUT 
2502 MEMORY BUFFER [DISK 
2403 HENORY EUFFER DISK 
e4eHh ACTA ON S50 BOARD 


USING THOSE BISK FUNCTIONS IN YOUR BASIC PROGRAMS 


(THE FOLLOWING I5 BY ONE OF OUR AUTHORS - WHO PREFERS ANONYMITY ) 


MOST OF US HAVE USER BASIC BEFORE WE GOT GUR DISK SYSTEMS» ANT WE SOMETINES OVERLOOK THE 
POWER OF THE OSI DISK FUNCTIONS. I HOPE IN THIS ARTICLE TO GIVE SOME VERY USEFUL APPLICATIONS 
FOR SOME OF THE DISK FUNCTIONS. 

PROBABLY THE MOST CONVENIENT AND EASIEST TO USE IS THE DISK! GO NNHN FUNCTION. THIS IS 
VERY HANDY AS A USR TYPE FUNCTIGNs AS LONG AS NO DATA NEED BRE TRANSFERED DIRECTLY. THE GO 
FUNCTION CAN BE USED WITH NO INITIAL SET UP. FOR EXAMPLE: 

10 DBISK!"GO 252B" 

20 X=PEEK( 9815); REM X=PEEK(9804) ON C1-PMF 
WILL READ THE KEYBOARD IN A SIMILAR MANNER: ANY PROGRAM CAN BE CALLED + LIKE A CLEAR THE 
SCREEN ROUTINE. 

ANOTHER CONVENIENT COMMAND I5 THE BISK!"CALL NNNN=TTsS". THIS TELLS THE SYSTEM TO CALL THE 
DATA ON TRACK TT? STARTING AT SECTOR S AND PUT IT IN MEMORY STARTING AT NNNN. IN MOST CASES A 
USR ROUTINE IS STORED IN THE FORM OF DATA STATEMENTS AND) POKER INTO PLACE. THIS TAKES MORE 
THAN FOUR TIMES AS MUCH SPACE AS THE ROUTINE ITSELF USES. HOWEVERs IF YOU USE A CALL ROUTINE» 
IT ONLY TAKES ENGUGH PROGRAM SPACE FOR THE GNE STATEMENT AND ENOUGH SPACE TO STORE THE ROUTINE 
ITSELF. FOR EXAMPLE» IF YOU HAVE A FUNCTION TO BE LOCATED AT S800 (HEX)s ONCE YOU HAVE THE 
PROGRAM ASSEMBLEB AT S800 USE A ’PUT’ COMMANT: TO SAVE ITs SAY» ON TRACK 39. THEN TO LOAD IT 
IN YOUR BASIC PROGRAM JUST ABI THE FOLLOWING STATEMENT: 

160 BISKIP CALL §=6S800=3991" 

THEN TO USE IT JUST USE THE USR OR BISK!"G0 ----" FUNCTION. 

THE USE OF THE PRINT ANI INPUT TO BEVICE NO, FUNCTIONS ARE ALSO YERY HANDY» BUT IN COMES 
CASES REQUIRE SOME INITIAL SETUP. ON THE NON-DISK SYSTEMS: IT WAS VERY BIFFICULT TO PRINT TO 
THE SCREEN WITHOUT SCROLLING. THIS USUALLY REQUIRED A LOOP ANE SOME FORM OF TH MIDS FUNCTION, 

NOW WITH THE SETTING OF A MEMORY POINTERs YOU CAN USE PRINT COMMANDS JUST AS BEFORE AND BE 
ABLE TO PRINT ANYWHERE ON THE SCREEN WITHOUT SCROLLING. FIRST YOU MUST USE THE BISK!"MEN 
NNNNe MMMM" COMMAND WHERE NNN REFERS 70 THE INPUT LOCATION: AND MMM REFERS TO THE OUTPUT 
LOCATION. SUPPOSE IN A GAME YOU WANTED TO PRINT OUT THE PLAYER’S SCORE (SC) AT THE TOP OF THE 
SCREEN AT LOCATION 0104 (HEX). TO SET UP THE MENORYs YOU WOULD USE THE STATEMENT: 

19 DISKI"MEM Bi04sBi04" 


AS YOU HAY HAVE NOTICED: I PUT THE SAME ADDRESS IN BOTH INPUT AND OUTPUT FIELDS. THIS DISK 
FUNCTIONs UNLIKE THE I0 FUNCTIONs REQUIRES THAT BOTH FIELDS ARE FILLED. SINCE IN THIS CASE WE 
AREN’T USING MEMORY INPUT IT DOESN’T MATTER WHAT IS PUT IN THE INPUT FIELD. NOW THAT THE 
FIELDS ARE SET UP, ALL WE NEED TO EO I5: 

20 PRINT#S*s"YOUR PRESENT SCORE [5"95Cs 

30 PRINT?9 
THE REASON FOR THE ¢ AT THE END OF LINE 20 15 TO PREVENT THE PRINTING OF A CARRIAGE RETURN AND 
LINE FEED: WHICH ARE GRAPHIC CHARACTERS. THEN YGU MUST GENERATE THIS CR LF. LINE 30 
ACCOMPLISHES THIS WITH A PRINT TO A NULL DEVICE. IF THE SCORE CHANGES ANT YOU WANT TO PRINT 
THE NEW SCOREs YOU MUST DO THE BISK!"MEM FUNCTION AGAIN SINCE IT IS SELF INCREMENTING ANI 15 
POINTING AT THE LAST LINE PRINTED, 


& 


NOW TO GET A LITTLE TRICKIER. IF YOU WANT TO INPUT DATA AND PRINT TO THE SCREEN AS IT IS 
INPUT WITHOUT SCROLLING: ITT REQUIRES THE USE OF THE DISK!"MEM FUNCTION AND THE BISK!"IOs NN" 
FUNCTION. FIRST: SET UP THE MEMORY AS BEFORE? 

19 DISK!I*MEM Bi04s104 
NOW YOU MUST TRANSFER QUTPUT CONTROL TO MEMORY WITH THE LINE? 

20 BISKI"IG 210" 

NOW YOU ARE REABY TO BO YOUR INPUT STATEMENT? 

30 INPUT "WHAT IS YOUR MOVE"SA 
TN THIS METHOD YOU CAN’T PREVENT THE PRINTING OF THE CR AND LF CHARACTERS. TO GET RID OF 
THESE CHARACTERS IS A PROBLEM. THE EASIEST WAY I HAVE FOUND IS TO FIGURE THE INPUT BATA 
STARTS AND REPRINT IT: 

49 DISKI"MEM fll4sDBiL14 

30 = PRINTSS As" "5 SPRINTS? 

THEN YOU MAY WANT TO RESET THE IG DEPENDING ON THE PROGRAM WITH: 

60 BISK!"I0 $2" 

ANOTHER USEFUL FUNCTION IS THE RUN “FILE NAME". IF YOU HAVE & LONG PROGRAM AND ARE TIGHT 
ON SPACEs YOU CAN PUT THE INSTRUCTION IN A SEPARATE PROGRAM. SIMPLY WRITE A PROGRAM WITH JUST 
THE INSTRUCTIONS: THEN MAKE THE LAST STATEMENT OF THE PROGRAM; 

1000 RUN" GAME" 

IT 15 ALSO HANDY TO USE THE RUN COMMAND IN PLACE OF AN END STATEMENT TO LOAD BEXECK., THIS 
WAYs IF YOU HAVE A MENU PROGRAM IN BEXECK IT WILL BE RESTARTED, 


1 REM XBY FRANK KNEPPX 

2 REM & 04/14/80 xX 

10 FORCL=1TO2Z6{FRINT?NEXTS PRINT" SINGLE DRIVE COPY" SPRINT? PRINT 

20 FRINT’COPTES TRACKS 1 - 14"¢PRINT?PRINT 

30 FRINT" TRACK O MUST BE COPED" 3PRINT?PRINT"WITH TRACK 0 REAL/WRITE 
49 PRINT?PRINTIPOREL3S2s 250 FOREL3 3955 

90 GOSURPO0 

100 DISK! "CA S8O0=01s1"TLISK!"CA 4000=0271"SDISK!"CA 4800-0371" 

110 GOSURSOO 

120 DISK!"SA O1sl=3000/38" TRISKI"SA O271=4000/8" I DISK!"SA 0391=4800/8" 
130 GOSUB9090 

140 DISKI"CA 3800-0471" SDISK!"CA 4000=O05si"DISKI"CA 4900=0751" 

150 GOSUBRS0O 

140 DTISK!"SA 0491=3800/8" (GISK!"SA O0551=4000/8"iDRISK!"SA 07%1=4800/8" 
170 GOSUBPO0 

180 DISKI"CA S800=06s1"SRISK!"CH S900=OF 21" SRISK!"CA 4000=08%1" 

190 DISK! "CA 4800=1091" }GOSURBOO 

200 BISKI"SA O691=3800/1"SLRISK!I"SA O991=3900/5" {DISK!"SA 08%1=4000/8" 
2iO0 BISK!"SA 10%1=4800/8" {GOSURIO0 

220 DISKI"CA S8O0=1L1 es LT I DISK! "CA SCOO=12s1"IPISK!"CA 3ROO0=1252" 

260 DISK!"CA SEQO=1293"STISK!"CH SFOO=1254"iDISKI"CA 4000=1351" 

240 BISK!I"CA 4800=1491" {GOSURBOD 

200 DISKI"SA Lisi=3800/4"DISK!I"SA L2s1=3COO/1"{DISK!"SA 1222=3D00/1" 
260 DISK!I"SA 12s3=3EO0/1" STISK!"SA 12s4=3FOO/1"iBISK!"SA 1391=4000/5" 
270 DBISK!I"SA 14%1=4800/8" SPRINTIFRINT’Cory complete! "SEND 

800 PRINT?PRINT" Insert destination disk" ?PRINT"Press ESC Key 

810 IFPEEK( 57100 )<>222THENS1O 

820 RETURN 

900 PRINTIPRINT" Insert source disk" PRINT"Press ESC Key 

910 IFPEEK( 57100 )<>222THENS1O 

920 RETURN 


)kRK TRACK O COPIER xxex 

AFTER BOOTING UP, TYPE ‘’EXIT’ (NO QUOTES), At WILL APPEAR ON SCREEN, 

FOR 8° DISKS: CA 0200=0152 

FOR 5S” BISKS! CA 0200=13s1 
THEN TYPE GO 02007 YOU WILL GET OSI’S DISKETTE UTILITIES. 2) IS TRACK 0 REAR/WRITE. SELECT 2 
AND THE INSTRUCTIONS FOR READING AND WRITING TRACK 0 WILL BE BISPLAYED. FOR COMMAND?, TYPE IN 
R4000s THE COMPUTER WILL COME BACK WITH THE INSTRUCTIONS ACAIN TO SIGNAL THAT THE OPERATION IS 
ll ag NOW REMOVE THE MASTER DISK FROM THE DRIVE AND PUT IN YOUR INITIALIZED NEW DISK, 
¥4000/2200912 (8") 
¥4000/220078 (5°) 


60 BACK TO THE MASTER DISKs USE E TO EXIT FROM THE TRACK 0 PROGRAM, €O TO 0200 Ac 
1) COPIER TO COPY TRACKS 1-76 (8") GR 1-39 (5"), per iaen ee 


)xX’ TRUE’ RANDOM NUMBERSKE 


It IS @AN OPEN SECRET THAT THE RANDOM NUMBER FUNCTION IS NOT PARTICULARLY RANDOM. 
UNFORTUNATELY» IT BRINGS UP THE SAME SEQUENCE OF ‘RANDOM’ NUMBERS AFTER EACH COLD START. A 
FURTHER PROBLEM THAT HOST SIMULATORS TEND TO IGNORE IS THAT THE SEQUENCE REPEATS. IN THE 
SYSTEM USED BY OSIs THE SEQUENCE IS 1841 NUMBERS LONG, 1862 STARTS ALL OVER AGAIN 

IT I5 USUALLY THOUGHT OF AS A PROBLEM FOR GAMES PROGRAMMERS, BUT IT ALSO EFFECTS OTHER 
KINDS OF SIMULATION. THE PATTERNS SET UP BY THE CENERATOR ARE SUBTLE BUT DEFINITE. IF» FOR 
INSTANCEs YOU SET UP A CARE GAME WHICH BASES THE NEXT CARD EACH TIME ON THE NEXT RANDOM 
NUMBER» THE PLAYERS: AFTER MANY GAMES» CAN SOMETIMES GET A "FEEL FOR" THE REST TIMES TO BET. 
ON A MORE SERIOUS LEVELs IT AFFECTS LARGE SCALE SIMULATIONS. FOR INSTANCEs I WAS RECENTLY 
ASKED FOR ADVICE GN A PROGRAM THAT WAS SUPPOSED TO TELL WHETHER COINS FOUND IN FRANCE COULD 
HAVE BREEN HINTED AT & SPECIFIC MINT IN ROME. THE RESEARCHER HAD INFORMATION ON THE PROBABLE 
ERROR IN SIZE THAT COULD BE CREATED BY THE MINTING METHODS OF THE TIME. WHAT HE WAS 
ATTEMPTING TO BO WAS TO MINT & MYTHICAL SET OF COINS FROM WITHIN THE LIMITS BECIDED BY 
PROBABLE ERROR EXPERIENCE WITHIN THE MINT. HE WOULD THEN MATCH UP THE FICTITIOUSLY MINTER SET 
TG THE SET THAT WAS FOUND ANI CALCULATE THE PROBABILITY OF THEM BEING FROM THE SAME SET. HE 
WAS DOING IT THE HARE WAY AS THERE WERE RETTER STATISTICAL METHOMS: HOWEVER: HIS IMMEDIATE 
PROBLEM WAS THAT HE WAS RUNNING SEVERAL THOUSAND TRIALS IN EACH RUN AND THE REPEATING PATTERN 


IN THE RANDOM NUMBER GENERATOR WAS MAKING THE OUTCOMES REPETITIOUS. IT WAS AN INTERESTING 


PROBLEM: ANI ONE FACED BY GAMES PLAYERS WHO [0 NOT WANT A DIFINITEs EVEN IF SUBTLE» REPETIOUS 
PATTERN IN THEIR GAMES. 

FORTUNATELY» THERE ARE SIMPLE AND ELEGANT SOLUTIONS. MOST COMPUTERISTS SOLVE THE "SAME 
START" PROBLEM BY HAVING THE COMPUTER DRAW SEVERAL RANIIOM NUMBERS REFORE THE CAME STARTS. 
THAT WAY THE GANE WILL START AT A DIFFERENT POINT IN THE RANDOM SEQUENCE EACH TIME. I SEE 
THREE COKMON ETHODS IN MOST OF THE PROGRAMS SENT IN FOR EVALUATION. 


THE FIRST I5 70 HAVE THE PLAYER PUT IN A NUMBER TO START THE .GAME. I.E. 
100 INPUT "INPUT @ NUMBER FROM 1 TO 1000"sNUMBER 
110 FOR X=iTONUMBERSY=RNIK BOSNEXT THAT I5 NOT BADy ¢I USED TO USE IT)y BUT IT MEANS THAT 
PLAYERS CAN PICK THEIR GAMES AS EACH GAME THAT STARTS WITH SOO WILL BE THE SAME AS EVERY OTHER 
GAME THAT STARTS WITH SOO. TO GET ARGUNE THAT: THE COMPUERISTS OFTEN TRY TQ DISGUISE THE 
RANTON DRAW. FOR INSTANCE BY ASKING FOR A NAME OR DATE. 
100 INFUT"WHAT I5 YOUR NAME" SNS 
110 FOR X=1TOASCONS )SY=RNIK SOSNEXT NOT BADy BUT IT SUFFERS FROM THE SAME PROBLEMS AS METHOD 
ONE. EVEN WORSE, EVERY GANE FOR "BRADLEY" WILL START THE SAME WAY. 


WE HAVE A SOLUTION WHICH I RECOMMEND FOR POLLED KEYBOARDS. IT IS SIMPLEs REQUIRES A MINIMUM 
OF INPUT BY THE USERs ANT CAN’ T RE "FIXER". AS WE HAVE MENTIONED IN PREVIOUS PUBLICATIONS» THE 
SHIFTS CAN BE POLLED AT LOCATION 57100 (BASE 10) WITHOUT BOING ANY POKING OR TURNING OF THE 
KEYBOARE STROBE. IF THERE IS NO KEY PRESSs A 540 BOARD (C2/4/8) WILL RETURN A 1 IF YOU LOOK 
AT S7100. & 600 BOARD (CI/SUPERBOARD) WILL RETURN A 254. IF ANY OTHER NUMBER IS SEEN: ONE 
OF THE KEYS IS PRESSER. WE USE IT THIS WAY? 

100 T"PRESS SHIFT KEY TO START"??? (REM PRINT - NOT INPUT) 
110 IF PEEK(S7100)<>1 AND PEERCS7100)<2254 THEN X=RNIK 8)3G0T0110 
WHEN YOU PUT IN THAT PROGRAM: THE SYSTEM WILL IDLE THERE DRAWING RANDOM NUMBERS UNTIL THE 
SHIFT KEY IS TOUCHED, IT WILL THEN FALL THROUGH ANI START THE PROGRAM. IT IS EASY TO USE AS 
A SINGLE TOUCH BY THE USER IS ALL THAT IS REQUIRED. IT CAN’T BE FOOLED AS THAT SEQUENCE ON A 
ONE MEG CI-P CYCLES AT ABOUT SS NUMBERS PER SECOND. YOU CANNOT PICK WHERE YOU ARE GOING TO 
START. 
THE PROBLEM WITH MARKING THE SEQUENCE NON-DETERMINISTIC HAS LITTLE TO BDO WITH THE FACT 

THAT THERE ARE ONLY 1861 NUMBERS IN & SEQUENCE. AFTER ALL» DIE ONLY HAVE 6 NUMBERS AND AS 
MANY EXPENSIVE LESSONS HAVE TAUGHTs THE BLASTED THINGS ARE VERY RANDOM. THE PROBLEM COMES IN 
THE FACT THAT WE TEND TO CHOOSE THEM AND USE THEM IN EXACTLY THE ORDER THE COMPUTER GIVES THEM 
TO US. WE NEED TO SIX UP THE WAY WE ACCEPT THEM. THE SAME PROBLEM WAS FACED BY THE MAKERS 
OF THE FIRST CONSUMER ORIENTED DIGITAL COMPUTERS - PINBALL MACHINES. THEIR SOLUTION CAN ALSO 
Be USE BY US, 

THETR PROBLER WAS TO RANDONLY FICK A MATCH NUMBER. I CAN’T SPEAK WITH EXPERTISE ON ALL 
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OLE. FPINBALLS» BUT THE ONE I DISASSEMBLED HAD A CLEVER GIMMICK. IT COUNTED WITH A SET OF COC 
WHEELS» SIMILAR IN PRINCIPALs I THINK: TO AN GLI ABBING MACHINE. WHAT THEY DID WAS TO SEF ONE 
WHEEL TO COUNT BACKWARDS RATHER THAN THE USUAL COUNT FROM 0 TO 9. THAT ALONE WOULD NOT HAVE 
NONE IT AS THE SCORE WOULD STILL HAVE MATCHED UP ONLY ON ONE SPECIFIC SET OF NUMBERS. WHAT 
THEY [It WAS TO USE THE FLAYERS’ INPUT TO RANDOMIZE THE RANDOM NUMBER GENERATOR. WHILE EVERY 
RUMPER INCREMENTED THE SCORE COUNTERS» THE RANDOMIZER WAS SET UP ONLY TO RECOGNIZE THREE OR 
FOUR OF THE INPUTS. HOW MANY TIMES THOSE WERE HIT DECIDED HOW MANY TIMES IT DECREMENTED. IF 
WAS THEREFORE OUT OF SYNC WITH THE SCORE BY A RANTIOM NUMBER CAUSED BY THE PLAYERS’ ACTIONS. 
WE CAN USE THE SAME SYSTEM WITH A COMPUTER. FOR INSTANCEs WE DID A CONCENTRATION GAHE 
SEVERAL MONTHS AGO. THERE ARE 8 PLAYER INPUTS PER ROUND. EACH PLAYER GIVES THE ROW AND 
COLUMN OF THE TWO BOXES HE WANTS TO EXPOSE. TO MAKE EACH GAME BIFFERENTs WE COULD TWEEK THE 
RANDOM NUMBER GENERATOR EACH ROUND BASED ON ONE GR MORE OF THE INPUTS. FOR INSTAREES 
100 INFUT"ROW AND COLUMN" Xs YtFORI=1TOYSR=RNIM 8) SNEXT 

THE RANTIOM NUMBER GENERATOR WOULT THEN BE AT A DIFFERENT POINT EACH TIME THE PLAYER BIB 
AN INPUT. THEORETICALLYs HE COULD REPEAT THE EXACT INPUTS EACH TIME AND THEREFORE FOOL THE 
SYSTEM» BUT IT AIN’T BLOODY LIKELY. 

WE CAN ALSO INCREMENT THROUGH THE 1841 NUMBERS RY AN INCREMENT OTHER THAN 1. IF WE STEP 
THROUGH BY 25 WE GET & DIFFERENT SEQUENCE AS WE TO IF WE INCREMENT THROUGH BY 3 AND SO ON. WE 
USED THAT ONE ON THE COIN PROBLEM, WE INPUTED TWO USER DECIDED NUMBERS EVERY 2500 TRIALS. 
(HUMAN FRAILITY WAS THE ONLY TRULY RANTGM FACTOR WE HAR AVAILABLE ON THE SYSTEM.) WE USEB FHE 
FIRST METHON GIVEN IN THIS ARTICLE TO FICK A STARTING POINT IN THE SEQUENCE. WE THEN POLLED 
THE SECONDS FUNTION ON THE CLOCK AND USED THE LAST DIGIT TO DECIDE ON AN INCREMENT TO STEP 
THROUGH ON THIS TRIAL. IT STILL GAVE US & DETERMINED SET OF NUMBERS ONCE THE TWO INPUTS WERE 
TNECIDEDs BUT THE LARGE NUMBER OF POSSIBLE SEQUENCES GAVE A FAIRLY TRUE TO RANDOM OUTPUT, 

ONE NOTE? IT DOES NO GOOD TG CHANGE THE RANDOM "SEED". IN OSI BASIC: THE NUMBER IN ¢ ) 
IS NOT A TRUE SEED. RNIK@) GIVES THE SANE NUMBERS AS RNIK 2) 


)4xX GRAPHICS WITHOUT THE BIG NUMBERSHEx 


WE HAVE RECIEVER SEVERAL LETTERS THIS MONTH DETAILING TO US THAT THERE WAS AN ALTERNATIVE: 


METHOD OF PLOTTING GRAPHICS WITHOUT FIGURING EACH POINT. 

THE METHOD GIVEN WAS IN EACH CASE THE METHOD THAT WE USE IN THE AARDVARK VIDEO GAMES AS 
PART OF QUR TECHNIQUE TO MAKE PROGRAMS RUN ON BOTH C1 AND C2 SYSTEMS. IT WAS PRINTED UP IN 
AN OLD CATALOG GF OURS: BUT I AM GOING TO REPEAT IT HERE IN SELF DEFENSE-JUST SO THAT I WONT 
HAVE TO READ ANY NORE LETTERS ABOUT IT, 


QNE OF THE SIMPLER WAYS TO DO GRAPHICS IS TO PICK A POINT ON THE SCREEN: I USUALLY USE THE 
UPPER LEFT CORNERy AND RATHER THAN TRY TO GET ABSOLUTE VALUES FOR POSITIONS, FIGURE THEM ALL 
AS BEING SO MANY LINES DOWN AND SO MANY LINES OVER FROM THAT POINT. A TYPICAL PROGRAM SEGMENT 
TO DRAW & SIMPLE CROSS WOULD LOOK LIKE THIS 
LOOLINE=32;CORNER=S32483REM ON C2/4 SYSTEM LINE=44 
LLOX=15:FORY=1T020 ¢POKECOTXELIFY 9 141 5 NEXT 
L20Y=15 SFORX=1T020 SPOKECOFXALIFY » 141 NEXT 


THERE ARE SEVERAL NICE THINGS ABOUT THE SYSTEM. FIRST IT IS EASTER TO VISUALIZE THE VALUES You 
NEED, IT MIGHT BE UNHANDY TO FIGURE IN YOUR HEAD A VALUE LIKE 54113-65- BUT IT IS EASY TO 
PICTURE THAT 1 LINE LESS I5 A MOVE UP AND GONE SPACE LESS IS A MOVE LEFT. YOU CAN THEREFORE DO 
GRAPHICS BY INCREMENTING ANI) DECREMENTING A LINE ANI A SPACE COUNTER. IT ALSO HAS THE 
ARVANTAGE OF MAKING YOUR PROGRAMS MORE PORTABLE AND CHANGEABLE. BY CHANGING THE CORNER POINT» 
YOU CAN REPOSITION THE ENTIRE DISPLAY ON THE SCREEN. IF YOU MOVE UP FROM A C1 TO A Cé4s 
CHANGING THE LINE VALUE ANI THE CORNER POINT WILL ADAPT THE PROGRAM TO THE NEW SYSTEM. 


AS SEVERAL READERS POINTED OUT» IT ALSO MAKES IT FAIRLY EASY TO GRAPH FAIRLY COMPLEX 
FUNCTIONS. 


)EKON THE CONT FUNCTIONSS 


IF I REMEMBER RIGHT: THE MANUAL SAYS THAT THIS FUNCTION IS USED TO CONTI : 

A STOP COMMAND. I DONT REMEBER EVER USING FOR THATs BUT IT DOES HAVE ia pelle a pales 
C1)IF YOU ACCIDENTLY HIT THE BREAK KEY CAND WHO DOESN’T WITH AN OSI KEYBOARD)» YoU CAN 
CONTINUE THE PROGRAM (ASSUMING YOU DONT CHANEE ANY PROGRAM LINE» BY TYPING ‘CONT’ 

(2) MOST IMPORTANT: IT IS & GOON BEBUGGING TOOL. IF YOUR PROGRAM IS GOING HAYWIREs YOU CAN 
HIT BREAK INTENTIONALLY. YOU CAN THEN PRINT QUT THE VALUE OF ANY VARIABLE WITHOUT 

DISTURBING THE PROGRAM, IF YOU WANT TO KNOW WHAT HAPPENED TO X» HIT BREAKs TYPE 

“PRINTX’( RETURN) AND THEN ENTER ‘CONT’, YOU CAN EVEN CHANGE A VARIABLE- TYPE IN 

“ASL ="HERE’’ FOR INSTANCE- ANID THEN CONTINUE THE PROGRAM. 


Ty CAN BE A POWERFULL [DEBUGGING TOOL- AND IT ONLY APPEARS 
LANQUAGES CANT [0 THAT, IN BASIC» THE BIGGER 


9 


\AXKWE GET LETTERSK&X 


PLACING & SO TO 100 UF ELECTROLYTIC CAPACITOR BETWEEN PIN 40 OF THE 46502 AND +5 VDC WILL 
PROVIDE AN AUTO START WHEN THE SYSTEM IS TURNED ON. (ED. NOTE: HAVEN’T TRIED IT - THANKS TO 
THE OLD TY REPAIR DAYS: I CAN’T IMAGINE USING AN ELECTROLYTIC CAP NEAR MY 46502 - BUT IT 
SOUNDS GOOD, >} 

MILES HUFFORD 
SCOTTSDALE: AZ 


T WOULD LIKE TO KNOW ABOUT DIFFERENCES IN THE MONITOR PROGRAM FOR THE CiP AND THE C2P. I AM 
ESPECIALLY INTERESTED IN MACHINE LANGUAGE PROGRAMMING, 
I’M ALSO INTERESTED IN SLOW SCAN PROGRAMS. 
ROBERT BEAM 
EVANSTON: IL 


(I’M GLAD TO HEAR THAT YOU HAVE AN INTEREST IN MACHINE CODE. HOWEVER: AS A PSYCHOLOGIST, I 

FEEL THAT I SHOULD TELL YOU THAT THERE ARE RELIABLE CURES FOR MOST FORMS OF MASOCHISH. 

THERE I5 WARNED LITTLE DIFFERENCE BETWEEN THE Ci AND C2/4 MONITORS. AS OSI I5 RATIONAL? 

THEY AVOID COBE WRITING AS NUCH AS POSSIBLE. THE MAJOR DIFFERENCES ARE IN THE LOCATION OF THE 

MAJOR I0 FORT (ACTA) - ITS AT FCOO IN THE Ci AND FOOO IN THE C2 (OR VICE VERSA). ALSO THE CIP 
MONITOR BRANCHES OUT JO & ROUTINE THAT INVERTS THE KEYBOARD VALUES. R.O.) 


CHANGING RIS ANT Rid GN THE S40 REV. B-1 VIDEO BOARD TO POTS WILL ALLOW CORRECTION FOR 
CENTERING - ESPECIALLY. OVERSCAN - ON "JUNK" TY SET MONITORS. 

R. ESCHAUZIER 

ORLEANS: VT 


T AM LOGKING FOR HAM RADIO NETS (INFORMATIONAL) FOR OST OWNERS. (20 METER NET). ANYONE 
INTERESTED PLEASE WRITE. 

RON HALTERMON 

WASHUN 

PeO. BOX 8742 

NAPLES» FL 33941 


IN OSI ROM BASIC RNECK) WON’T WORK. THE "X" MUST RE A POSITIVE NUMBER OR VARIABLE. RNDCO) 
WILL REPEAT THE LAST RND GENERATED. UNDEFINER VARIABLES GIVE THE SAME RESULT AS ZERO. 
NEGATIVE NUMBERS GIVE A SMALL (E-05 OR -06) NUMBER UNIQUE FOR EACH NEGATIVE NUSNBER. ALSO, 
EACH TIME A COLT START IS DONE» THE SAME SEQUENCE OF RANDOM NUMBERS OCCURS: EVEN IF DIFFERENT 
"SEEDS" ARE USED. TQ GET AROUND THIS AND INSURE THAT YOUR NUMBERS ARE TRULY RANDOM! 
16 INPUT "ENTER TIME OF BAY"5T 
20 FOR I=) TQ Te X=RNM T)SNEXT 


KERRY LOURASH 
DECATUR: IL 


(SEE THE RANDOM NUMBER ARTICLE FOR SEVERAL OTHER METHODS, RO.) 


T FURCHASED & Cl JUST HEFORE CHRISTMAS AND HAVE BEEN ENJOYING THE LITTLE MONSTER EVER SINCE. 
BUT I AM A BEGINNER ANT HAVE PROBLEMS UNDERSTANDING MY MONSTER. 
FOR INSTANCE: WHAT I5 A DISASSEMBLER? WHAT IS IT GOOD FOR? THESE HEX LOCATIONS IN ROM 


BASIC WHAT ARE THEY GOO FOR? I THOUGHT BASIC WAS A LOT MORE POWERFUL THAN THIS HEX STUFF. 
WHY GO INTO THIS HEXARECIMAL STUFF WHEN BASIC COMMANDS WERE ORIGINATED? I THOUGHTs PRECISELY 
TO SIMPLIFY PROGRAMMING. AND HOW BOES ONE GET INTO THESE HEXABECIMIL ROUTINES IN THE FIRST 
PLACE. IF THEY ARE IN MACHINE CODEs THEN WHY CALL THEM "LOCATIONS IN ROM RASIC*? 
YOUR "PEEK A PORT UTILITY" WORKED FINEs BUT I COULDN’T FIGURE HOW TO GET YOUR "INPUT 

WITHOUT SCROLLS" UP AND RUNNING (ED. NOTE! BOTH PROGRAMMING HINTS ARE IN THE CATALOG)s MAINLY 
RECAUSE I DON’T KNOW WHAT TO TG WITH THAT X=USR(X)s I SUPPOSE. AND ABOUT THE ONLY WAY I CAN 
FIGURE JO GET OUT OF THOSE ROUTINES WITHOUT LOSING MY PROGRAM IS BY HITTING BREAK AND W. IS 
THAT THE WAY THESE THINGS ARE BONE? CAN YOU EXPLAIN WAT THE ESCy RUB OUTs LINE FEED AND 
REPEAT KEYS ON MY CIP ARE FOR? 

JOHN LEAHY 

GONZALES: CA 
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(WOU! WELLs HERE GOES-- IT IS ADVISABLE: BUT CERTAINLY NOT REQUIRED » TO LEARN THE BASICS 
OF MACHINE COME WHEN USING & MICRO-COMPUTER. BASIC IS HANDIER THAN CODEs AND MORE POWERFUL IN 
THE SENSE THAT YOU CAN RO MORE WITH IT SOONER - I BO 95% OF HY PROGRAMMING IN BASIC BECAUSE I 
CAN WRITE & BASIC PROGRAM IN GONE TENTH THE TIME THAT IT TAKES TO WRITE MACHINE CODE. BUT 
RASIC CAN 0 LESS - NOT MORE - THAN CODE CAN. A DISASSEMBLER TAKES MACHINE CODE AND BREAKS IT 
TOWN INTO MNEMONICS (WORDS OR ABBREVIATIONS WHICH MAKE IT EASIER TO READ). FOR INSTANCEs 
A920 IS & COMMAND TO LOAD THE ACCUMULATOR WITH DECIMAL 32. THE DISASSEMBLER WILL GIVE YOU 
RACK LDA 32s WHICH IS THE MNEMONIC FOR LOAR A WITH 32. WHEN YOU GET SERIOUS ABOUT PROGRAMMING 
- ANT HAVE & FIT OF MASOCHISM - YOU GET AN ASSEMBLER WHICH TAKES THE MNEMONICS AND CIVES YOU 
BACK MACHINE CODE. IT DOES FART GF THE WORK FOR YOU LIKE CALCULATING ADDRESSES FOR JUMPS» 
REMEMBERING WHERE YOU PUT THAT SUBROUTINE, AND REMEMBERING WHAT THE NUMBER CODE IS THE THE 
COMMAND YOU JUST ENTERED. 

AS TG THE INPUTS WITHOUT SCROLLS ROUTINE - YOU BON’ T HAVE TG WORRY ABOUT COMING BACK TOTHE 
PROGRAM. THE LAST BYTE IN & USR ROUTINE IS ALWAYS A RETURN FROM SUBROUTINE AND THE BASIC 
TAKES UP RIGHT WHREE IT LEFT GFF - EVEN IF IT 3S IN THE MIDDLE OF A LINE. TO USE THE INPUT 
ROUTINE, YOU FPOKE THE VALUES GIVEN INQT LOCATIONS 11 AND 12. THAT TELLS BASIC WHERE THE 
MACHINE CORE ROUTINE IS. GO X=USR(X) GR ANY OTHER VARIARLE=USR(OF ANYTHING) AND THE BASIC 
WILL GO TO THAT LOCATIONs EXECUTE THE ROUTINE - IN THIS CASE WAIT FOR A KEYPRESS - AND COME 
BACK TO RASIC, IN THIS ROUTINE IT WILL LEAVE THE VALUE OF THE KEY PRESSED IN LOCATION 531 
WHERE YOU CAN PEEK IT QUT WITHOUT SCROLLING THE SCREEN. 

ON THE TOPIC OF HEX LOCATIONS. THEY ARE VALUABLE BECAUSE THEY ALLOW YOU TO MAKE CHANGES IN 
THE WAY THE SYSTEM OPERATES THAT THE TRESIGNERS BID NOT FORSEE OR PLAN FOR. FOR EXAMPLEs THERE 
IS NO WAY IN BASIC TO CHANGE & LINE LENGTH AFTER THE SYSTEM IS INITIALIZED. IF YOU HAVE A 
Ci-P THAT CN BE A PROBLEM AS YOU WOULD LIKE TO HAVE 23 CHARACTERS ACROSS TO SEE IT WELL ON 
YOUR TV ANT MUST HAVE THE WIRTH SET AT 72 CHARACTERS IF YOU ARE GOING TO MAKE A TAPE. KNOWING 
WHAT LOCATION BASIC STORES THE WIDTH IN (15) ALLOWS YOU TO CHANGE THE LENGTH WHEN YOU WANT TC 
BY SIMPLY STORING A NEW NUMBER THERE WITH A POKE STATEMENT. 

ESC» RUBOUTs AND LINE FEED ARE THERE BECAUSE BUYING A STANDARD KEYBOARD IS CHEAPER FOR OSI 
THAN ORDERING ONES MADE SPECIAL. RO.) 


NOTHING IN MY MANUAL IS VERY CLEAR. FOR INSTANCEs HOW BO YOU SAVE A PROGRAM? (SAVING BY 
TRACK SEEMS TOG WORK O.K.). THE BOOK SAYS: RUN "CREATE". NOW WHAT??? DO I PUT IN MY BLANK 
DISK NEXT? WHEN I BO THIS AND USE "PASS" FOR PASSWORD AND "PROGRI" FOR FILE NAMEs IT GIVES ME 
AN "ERROR $A ERROR IN S10. (510 BISK!"CA 2E79=1222" {COSUBI0000), WHAT I NEED TO KNOW IS A 
STEP BY STEP PROCEBURE FOR USING THE UTILITIES. I AM FAMILIAR WITH BASIC AND I CAN WRITE 
PROGRAMS Q.Kes BUT LINE Si0 DOES NOT MAKE MUCH SENSE TO ME: OTHER THAN THE GOSUB. THE 
INSTRUCTIONS FOR READING AND WRITING CASSETTES ARE EQUALLY CONFUSING. IT SAYS TO CREATE A TAPE 
WITH DISK! "IO O2"»5 BUT NOTHING HAPPENS - NO LISTING TO THE SCREEN. 

ED BRUNBERG 
ELK GROVE, CA 


(I HOPE THE ARTICLE ELSEWHERE IN THE JOURNAL ABOUT DISKS WILL BE OF SOME HELP. IT ISW’T A 
TUTORTALs BUT IT SHOULD CLEAR UP SOME OF YOUR QUESTIONS. HERE ARE SOME SPECIFICS - TO CREATE 
& FILE FOR A PROGRAM: YOU MUST HAVE A DISK INITIALIZED AND A DIRECTORY ON TRACK 12 (8 FOR 8") 
YOU RUN CREATE (OR THE AARTVARK BEXECK WHICH MAKES IT MUCH EASIER)» ANSWER PASS FOR PASSWORD 
IF YOU ARE USING O51’5S CREATEs AND THEN INSERT YOUR DISK. THE REST OF THE INSTRUCTIONS ARE IN 
THE PROGRAM. IT SOUNDS LIKE YOU ARE GETTING ERRORS BECAUSE YOU ARE USING A DISK WITHOUT A 
DIRECTORY TRACK. ALWAYS CREATE THE FILE BEFORE WRITING THE PROGRAM. IF» HOWEVER: YOU FORGET 
TO 00 SOs YOU CAN STORE THE PROGRAM TEMPORARILY BY TRACK NUMBER AND THEN ASSIGN A NAME TO IT. 
I TRY TO REMEMBER AN EMPTY TRACK TO PLACE IT ON SO I CAN CREATE THE FILE IN THE SAME PLACE AND 
NOT HAVE TG MOVE THE FILE AFTER I GIVE IT A NAME. 

THE CA AND SA COMANEDS ARE TWO THAT YOU NEER TO KNOW. THEY ARE WAYS OF MOVING PROGRAMS ON 
AND OFF THE DISK WITHOUT USING THE LOAD ANB RUN COMMANDS. THEY ARE HANDY AS YOU CAN MOVE SMALL 
BITS OF CODE AROUND -ALLOWING YOU TO STORE USER COMMANDS ON DISK ANP CALL THEM WHEN YOU WANT- 
AND THEY LET YOU DIRECTLY MODIFY WHAT IS ON THE BISK. THE LINE YOU QUOTE IN YOUR LETTER IS 
FROM THE CREATE PROGRAM: WHICH TOES MODIFY THE DISK DIRECTLY. THE LINE SAYS CALL TRACK 12s 
SECTOR 2 AND PUT IT IN MEMORY STARTING AT LOCATION 2E79. THE PROGRAM WILL THEN CO ON TO 
MODIFY THE INFORMATION WITH POKE STATEMENTS AND THEN WRITE IT BACK ON DISK WITH A ’SA’ 
COMMAND SUCH AS 7OORISK!"SA 12*2=2E79/1 WHICH MEANS SAVE MEMORY STARTING AT 2E79 ¢ HEX) AND 
GOING UP FOR ONE PAGE (256 BYTES) BY PUTTING IT GN TRACK 12+ SECTOR 2. THE PROGRAM WE PUT IN 
THIS ISSUE 70 CHANGE THE NANE OF THE EXECUTIVE: USES A SIMILAR TECHNIQUE. 
T DON’T KNGW WHICH SYSTEM YOU ARE USING TG MAKE TAPE? THE PORT ASSIGNMENTS VARY FROM SYSTEM 
TO SYSTEMs BUT IF YOU USED THE COMMAND EXACTLY AS IN THE LETTER: THERE WERE NO RESULTS BECAUSE 
YOU JUST ASSIGNED THE INPUT AS TAPE RATHER THAN THE OUTPUT. TO ASSIGN GUTPUT YOU HAVE TO 
EXECUTE BISKI"IG 01" ¢<CIPMF PORT YOURS MAY RE DIFFERENT) WITH A COMMA BEFORE THE NUMBER. I0 
O2 WITHOUT A COMMA SETS ONLY THE INPUT PORT. YOUR SYSTEM DIDN’T DO ANYTHING BECAUSE IT WAS 
WAITING FOR A TAPED INPUT. RO.) 


il 


MANY TIMES WHILE WRITING PROGRAMS THAT UTILIZE POKE OR USR ROUTINES» THE COMPUTER LOCKS UP 
TUE TO AN ERROR IN THE PROGRAM (ACCIDENTLY POKES A BASIC LOCATION AND CAN’T WARM START). I5 
THERE ANY WAY TO RECOVER WITHOUT LOSING THE PROGRAMs PERHAPS RY GOING TO A LOCATION WITHIN THE 
MONITOR THAT WILL RESTORE BASIC? (OTHER THAN A274) : 

SCOTT BARKER 
ONETDA: NY 


(AS YOU HAVE PROBABLY FIGURED GUT» THE USUAL PROBLEM WITH THE MACHINE WHEN YOU CAN’ T WARM 
START IS THAT YOU HAVE GARBAGED OUT PAGE 0. YOU MAY NOT HAVE FIGURED GUT THAT PAGE 0 IS NOT - 
REPEAT NOT - AVAILABLE FOR USR FUNCTIONS. TO USE LOCATIONS THEREs YOU HAVE TO PUSH VALUES ON 
THE STACK AND RECALL THEM AFTER YOU LEAVE. THE USUAL PROBLEM IN A BASIC PROGRAM IS POKING A 
VARIABLE NAME THAT HAS NOT BEEN GIVEN A VALUE - I USER TO DO THAT FREQUENTLY WHEN WRITING 
VIREO EISPLAYS. TN THAT CASE» YOU BREAKy GO INTO MONITOR AND PUT 4C9745 AND A2 IN LOCATIONS 
Orly AND 2. IF YOU HAVE GARBAGED UP ANY MORE OF PAGE O THAN THAT: YOU HAVE JUST LOST A 
PROGRAM. RO.) 


REX GETTING RID OF & MONSTER &2x% 


)kx OR HOW TO BISABLE THE BREAK KEY xx 
IF YOU HAVE EVER TYPEB IN SEVERAL PAGES OF COPY ON DISK - OR BEEN IN THE MIDDLE OF A REALLY 
GOOD GAHE OF ALIEN INVADERS WITH THE HIGHEST SCORE YOU’ VE EVER HAD -- ANID THEN HIT THE BREAK 
KEY - THIS IS FOR YOU! DISABLING THE BREAK KEY AND MAKING IT A SWITCH OPERATED OPTION WILL 
GIVE YOU THE SAME PROTECTION AGAINST UNINTENTIONALLY WIPING YOUR PROGRAM THAT THE BIG MACHINES 
- THE C8’S AND UP - HAVE. (GN THE C&s THE BREAK KEY IS SAFELY SITUATED ON THE CPU UNIT - 18 
INCHES OR SO AWAY FROM FLYING FINGERS) 

THE PARTS LIST IS SHORT - A SINGLE POLE SINGLE THROW SWITCH AND ENOUGH WIRE TO REACH FROM 
THE BREAK KEY TO WHERE THE SWITCH WILL BE INSTALLED. RADIO SHACK SELLS A LARGE BASE SWITCH 
WHICH WILL FIT INTO THE HOLES IN THE BACK OF YOUR CASE WITHOUT DRILLING. ON THE Cis THE FOIL 
RUN FROM THE BREAK KEY TG THE CPU RUNS KITTYCORNER UNDER THE RUB GUT KEY TO & FEET THROUGH 
HOLE JUST ABOVE THE ¢=) KEY. CUT THE FOIL ANYWHERE HANDY ALONG THIS LINE. SOLDER ONE FIECE OF 
WIRE TO THE POST OF THE BREAK KEY TOWARD THE TOP OF THE KEYBOARD. THE OTHER END OF THES WIRE 
GOES TO GONE SIDE OF THE SWITCH. SOLDER THE OTHER WERE INTO THE FEED THROUGH HOLE AT GNE END 
AND THE OTHER SIBE OF THE SWITCH AT THE OTHER END. INSTALL THE SWITCH IN ONE OF THE HOLES IN 
THE BACK OF THE CASE AND YOURE BONE. TURNING THE SWITCH TO OFF DISCONNECTS THE BREAK KEY 
FRO THE CPU. IF YOU WEED TO BREAK: FLIP THE SWITCH AND HIT THE KEY. 

ON THE C2/4» THE BREAK KEY LINES COME BIRECTLY OFF THE NEYROARD JUST TG THE LEFT OF THE (1) 
KEY. CUT THE RED WIRE AND SPLICE IN JUMPERS TO THE SWITCH. INSTALL THE SWITCH AND THE 
MODIFICATION IS COMPLETE. 

ALTERNATELY: YOU CAN USE A&A PUSH BUTTON SWITCH ACROSS THE TWO WIRES ON THE €2/4 OR FROM THE 
FOIL CUT TQ GROUND ON THE Cl ANB REPLACE THE BREAK KEY ALTOGETHER. 

(FOR THOSE WHO GET WOOSY AT THE THOUGHT OF TACKLING THEIR COMPUTER WITH A SOLBERING IRON» 
THERE ARE OTHER WAYS AROUND THE PROBLEM. GERRY MELE OF BRUNSWICK, OHIO» CAME UP WITH A "Z" 
SHAPED PIECE OF FLATTENED BRASS TUBING WHICH HE EPOXIEB ONTO THE CAS SQ THE KEY WAS SHEILDER, 
HE SAYS TO USE A THICK: NON-RUNNY EPOXY ANI BE CAREFUL NOT LET ANY DRIP INTO THE KEYS, (IT 
BOULD PROBABLY BE BETTER TO FIT THE SHIELD, THEN REMOVE THE CASE COMPLETELY FROM THE PC BOARD 
TO BO THE GLUING.) EVEN SIMPLIER» THO’ NOT AS CHICy IS A SIMPLE SHEILD MADE FROM HALF A FILE 
CARD AND TAPED INTO PLACE. (SEE ACCOMPANYING SKETCH) REMEMBER TO LEAVE ENOUGH ROOM BETWEEN 
ANY SHIELD AND THE KEY TO GET YOUR FINGER IN WHEN YOU WANT TQ USE THE KEY. THE IDEA IS TO 
KEEP FROM HITTING IT ACCIDENTALLYs NOT TO RENDER IT INOPERABLE, J.O.) 


)aXX BEGINNERS CORNER *4xx 


LETS DISCUSS INPUT STATEMENTS THIS MONTH. OSI’S MANUAL DOES A DECENT JOB OF SHOWING THE 
SYNTAX FOR A SIMPLE INPUT. IT IS SIMPLY: 

100 INPUTA: REM FOR VARIABLE VALUES 

OR 


LOOINPUTAS: REM FOR STRING VARIABLES 


THERE ARE TWO THINGS YOU NEED TG REMEMBER: HOWVERs FOR BETTER PROGRAMMING. THE FIRST AND 


MOST IMPORTANT 25 THAT O5I’S BASIC ALLOWS YOU TO PRINT & PROMPT AS PART OF THE INPUT 
STATEMENT. I.€- 


LOOINPUT"’ YOUR NAME” NAMES 
OR 
LOOINPUT"HOW GLE ARE YOU" YEARS 


THE SECOND THING TQ REMEMBER IS THAT YOU ARE ALLOWED TO BO SEVERAL INPUTS WITH ONE STATEMENT. 
I.E. 


LOOINPUT’GIVE HE A ROW’ AND COLUMN" SROWsCOLUMN: REM WILL DEMAND TWO INPUTS DIVIDED BY COMMAS. 


UNFORTUNATELYs YOU CANNOT COMBINE THE TWO REATURES AND REPEAT PROMPTS IN THE SAME STATEMENT 
LOOTRPUT" YEAR" 5 ¥" MONTH" Me REM TOES NOT REPEAT XNOTX WORK!! 


i2 
kk A SIMPLE PROCESSOR 4x 


ACTUALLY THE POINT OF THE ARTICLE IS NOT TO GIVE YOU & WORD PROCESSOR: BUT TO ENCOURAGE 
YOU TG WRITE ONE WITH WHAT YOU LEARNED IN THE LAST ISSUE. I ALSO WANT TO POINT OUT THAT 
USEABLE PROGRAMS BG NOT NECESSARILY HAVE TO BE BIG AND FANCY PROGRAMS. THIS LETTER WRITER BAS 
UP AND RUNNING A FEW HOURS AFTER I GOT THE PAPER TIGER. WHILE IT 15 NOT FANCYs IT DID ALLOW 
ME TO WRITE LETTERS WITH A HEADING PRINTED BY THE PRINTER: ALLOWED ME TO TO LIMITED EDITING BY 
REPLACING, DELETING: AND INSERTING LINES? ANT ALLOWED ME TO STORE LETTERS ON DISK FOR FUTURE 
EDITING. 

FOR BISK USERS» TYPE THIS IN AND CALL IT BEXECK. IT WILL BOOT UP THE DISK: AND SET UP THE 
BASIC FOR WORD PROCESSING. PLACE ON THE DISK AS MANY FILES AS YOU CAN FIT THAT ARE CALLED 
“FILEY’ s‘FILE2’s AND SO ON. THE PROGRAM LOOKS FOR A FILE CALLED ’FILE’ PLUS ANY NUMBER. THE 
NUMBER GF FILES YOU SET UP IS THE NUMBER OF NEMORIES YOU HAVE. I SUGGEST ABOUT 2 TRACKS PER 
FILE. 

FOR TAPE USERS- 

YOU WILL NEE AT LEAST 8K OF RAM AND YOU WILL NEED TO CORRECT THE GARBAGE COLLECTION 
PROBLEM, I’LL INCLUDE & SHORT PROGRAM THAT WILL CORRECT THE ROUTINE ON 8K MACHINES. 

YOU WILL ALSO HAVE TO MODIFY THE SAVE AND GET SECTIONS FOR TAPE RATHER THAN DISK STORAGE. 
BEGIN BY BELETING LINES 300s S30r S50 670 AND 680. MAKE LINE 310 INTO LINE 500. ADD-- 
SOOINPUT*IS TAPE READY" sX$:SAVECFORX=17T01500-.NEXT 
SOOLOADSCOTO9OSREM HIT SPACE TO GET KEYBOARD BACK. 

SSo2FORX=1TOLSIFAS( X=" "THEN?" $" (GOT0337 

aod FASC X ) 

oo7 NEXT?REM WE HAD TO REPLACE BLANK LINES TO AVOID INPUT ERRORS 

S7OINPUT"IS TAPE RUNNING"? X$;LOAR 

695IF Ag="$"THENAG=" "REM RESTORING BLANK LINES REM: HIT SPACE TO GET KEYBOARL CONTROL BACK. 
GET RID OFF ALL REMS - YGU ARE SHORT ON SPACE, 


THERE IS & LOT OF ROOM FOR IMPROVEMENT- WHICH YOU SHOULD ENJOY. ON THE LETTER WRITER THAT WE 
SELL (THE ONE I WROTE THIS ARTICLE ON) I ADDED SELECTABLE MARGINS AND WIDTHs AUTOMATIC 
CENTERING OF HEADINGS: AUTOMATIC RIGHT MARGIN JUSTIFICATION, SELECTION OF MANUSCRIPT OR LETTER 
FORMATs BLOCK DELETIONS: AND FILE MERGING CAPABILITIES. I ALDED THEM ALL ONE AT A TIME ANE 
Ty WAS RATHER PAINLESS, BY NOW’ YOU SHOULD BE ARLE TO UG THE SAME 


S3GARBAGE COLLECTOR CORRECTIONKx 
RUN THIS BEFORE YOU LOAD THE LETTER WRITER. IT WILL ERASE ITSELF 
AND LEAVE A MACHINE CODE ROUTINE BEHIND 


S REM COPYRIGHT 1980-AARDVARK ILLEGAL TO COPY 

10 POKE1332 250% POKE134 530% POKE11 52503 POKE12930$L=7930fK=L 

20 FORT=453837045644 {X=PEEK( I )$POKEL sX$L=L4¢4 {NEXT 

30 FORTI=1TO133READX» ¥$POKEXs YINEXT 

40 DATA7264 931979632 14097989 531 979889 134 98014531 280137 20318067 93178 

50 DATAL40181911307819012541799714281469298147724 == ss 
60 NEW 


19 P=PEEK( 10950 ) SPOKES 994 9 F SPOKES 9939 F $FORX=1 7032 {PRINT {NEXT 
20 FORX=1T064°PRINT"="5 $NEXTIPRINT SPRINT 

® PRINT 2 PRINTSPRINTTAB( 15 )"AARVARK LETTER WRITER" SPRINT SPRINT 
40 FORX=17T0643PRINT"="5 SNEXTSPRINT SPOKE297 69 13S POKE297 2913 
45 REM TAPE USERS DELETE POKES IN LINE40 

5O BIMASC 150 SPRINT*COPYRIGHT 1980" SPRINTIPRINT 

oo REM DIM TO FIT YOU MEMORY SIZE 

60 PRINTSPRINTSL=1 

70 INPUT"WHO ARE YOU" SNS? TFNS="BOSS" THENSSO 

8 INPUT" BATE” 5 Itt 

70 INPUTAS? IFLEN( A$ )<i THENAS( L =ASIL=L41{GOTOO 

100 IFASC( A$ )=94 THENGOSUBI 20 $GOTO?0 

110 ASCL D=ASIL=L41260TO90 

120 A=ASC( MINS AGs251) SIFA=42THENA=ASC( MIDE Age 3e1)) 

140 IFA=74THEN280 ‘$LIST 

130 IFA=71THENS7OIGET MEMORY 
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1460 IFA=SOTHENS20 SPRINT 

170 TFA=S3THENSOO ¢ SAVE 

180 TFA=82THENSSO SREPLACE 

190 IFA=72THEN/70 HELP 

200 IFA=S8THENGOO FDELETE 

210 IFA=78THEN7SO;NEW LETTER 

220 IFA=73THENG3SO + INSERT 

260 COTO?O 

280 INPUT" FROM" s Xd. IF ASC! X$ D=SSTHENX=12 Y=L + 60T0500 

290 X=VALC XS DEINPUT" TO" SY 

300 INPUT"HARD COPY" FAS. TFASCS AS I=BPTHENDISKI"IO #03" 

310 FORI=XTOY ¢PRINTIsA& TD SREXT CPRINTCHRS( 12) DISKI"10 202" .GOTOF0 
3515 REM CHRS(12)= FAPER TIGER FAGING COMMAND 

320 INPUT"HARE COPY" sA$: TF ASC. AS A> OF THENPRINT (COTO380 

330 DISK!"IG 903” SPRINTCHRS: O1 D3 

350 REM -PUT YOU HEATING ANE NAHE IN LINES 3380 AND 400 

360 REM (O01) AND (02) ARE DOUBLE WIDTH CHARACTER CODES ON PAPER TIGER. 
S80 PRINTTABC 14 )"AARTVARK TECHNICAL SERVICES" -PRINTCHRE O02 } 
400 PRINTTABC25)"1690 BOLTON WALLED LAKE HICH. 48080 (313 9624-6516 
410 PRINT? FORX=1TO93;PRINT =" 5 sNEAT 

420 REM NEXT LINE CENTERS TEXT -L= #LINES Or TEAT. 

430 IFL<SOTHENFORX=17TO{ 40-L /23PRINT NEXT 

440 PRINTDS SPRINT SPRINT 

470 FORX=1TOLSPRINTASS X DENEXTS PRINT SPRINT 

475 PRINTNGS PRINT 

480 PRINTCHRS( 12 );DISK!I"IG 02" .GOTO70 

490 REM TAPE USERS SEE NOTES. LINES 500-390 ARE NOT FOR YOU. 
300 INPUT*WHICH MEMORY (1-6 )"sX$¢XS="F ILE" TAS 

S10 INPUT"FROM LINE” sAS INPUT" TO" sASS I=VALC ASDC IFICLTHENPRINT" TO BIG": 
20 IFASC(CAS D=6STHENTI=L 

340 DISK OPEN? SsX$¢FORX=ATOLI SPRINTS Ss AK AOE REAT 

340 PRINT#6s"XXXK" SPRINTS S 9 ORRKK" 

300 DISK PUTSDISK CLOSEs6:C0TO70 

360 INPUT" NUMBER" 5 ¢ IF ISL THEN?O 

370 PRINT*REPLACE-" 

380 PRINT" "ASC TS INFUTAS: IFAS<2 "NO" THENAS I =AS 

390 GOTO?0 

600 INPUT"DELETE” sX¢IFXeLTHEN?9O 

610 PRINTAS( X)CINPUT" OK." SASS TFASC( AS 6-89 THENPO 

620 L=L-1LtFORY=XTOL SAS Y =ASC Yt) DENEXTSCOTOFO 

630 INPUT"AFTER LINE" sX¢IFX>LTHENGOTO?O 

640 INPUTAS$: IFAS$="NO" THEN?TO 

645 REM "NO" MEANS YOU CHANGED YOUR MINE. 


650 L=LtL¢FORY=LTOXt25TEP-i AR Y D=AR Y-1ENEXT 

660 AS X+LI=AASSRETURN 

670 INPUT"WHICH MEM" sX$tAS="FILE" +X 

680 DISK OPEN: é7A$ 

690 INPUT#6sAS¢ TFAS=" X4KK" THENPO 

7OO ASL D=ASSL=LTLIPRINTASSGOTO699 

730 FORX=OTOLTL SAGX ="" CNEXTIPRINT SPRINT LalsFRINT"NEW LETTER" SPRINT 
760 GOTO?0 | 
770 PRINT’ S¢ SHIFT N) FOLLOWED BY A LETTER ENTER THE EDIT MODE 
780 PRINT*L=LIST P=PRIRT T=INSERT 8 R=REPLACE 

79> PRINT*S=SAVE (10 MEMORIES) G=GET FROM NEHORY 

810 PRINT’D=DELETE UisLsIs AND F ASK FOR LINE NUMBERS 

820 PRINT"A OR ALL WILL CET ALL LINES LISTED ON L COMMAND 
840 GOTO?O 

85 REM TAPE USERS BELETE AFTER 340 

850 POKE741976¢:POKE750 978: POKE207 391735. PORE2Z9937 55: POKEZ3 9493 
860 PRINT?PRINTSPRINT"SYSTEN GFE: BOSS” SPRINTSPRINT 


WHEAT 
HPUT" TEFFICUL TY" sZ¢FORK=1 
SO+PRINTINEXTIIFZ<1ORZ>STHEN 


Th 
Inf 
ae 
a Th 
TH 
io 
+> 
dee sk 


eo FORK= S341 270534352 POKEK 18 
Peru aie sen teks 2rid? NEXT 

39 FORK=S5412TOS41435TEP32 5PC 
RERg1B7 PORENt2 33 137 SNEXT SDIML 
cee 


Bk FORR=LTOZILTC RO=INTC RNEK 1) 
Lee OS DENEATRSPORES4S 117 932% 


2% 


0 Ls5 4093+ POKE! 
F=S/OS3iPOREPs 12 
“100 TPPEERCP <2 27 THEN1 40 
£10 ITFPEERCLE- 1 cs 32THENSOO 
115 FORELGs32 
120 LG=LG-1L?PORELGs 29 {COTOS00 
14) IFPEERCP JS>191THENI60 
150 IFPEERCLG+i )<>32THENSOO 
iso FPORELGs 32; LG=LO6+2 :COTOL120 
160 IFPEER( P 2222 3THENSOO 
165 IFBL=OTHENI100 
167 BL=BL-1iGOQSUBR300FLR=LG 
173 LE=LB-S2¢IFPEEK( LB <>32TH 
ere do 
190 FORELBs 149 $PORELB+32 9323 
ORELGs29¢GOTO175 
ei FC=PEEKC LEDS POKELBHt32 2323 
Be nie rs: 
200 FPORELBs 232° FORG=1TO10 ¢NEX 
CIPOKEL Bs 255¢FORG=LTOLOSNEXTG 
REA TAG PORELB s 32 
2o0 IFFC=137THENFOKELB:187 
260 IFFC=4THENS=S41 
2/0 IFS=Z42THENIOOO 
280 FOKES3S382 sASC( MIDS STRSCS 
Jefsi dS COTOSOO 
300 SL=53399 
SiG FORR=1TGLEN( STRSC( BL) SPOK 
Fol s ASCC MIDE STREC BL ey Kel SSL 
=SLtLINEATH 
350 POKESLs 32; RETURN 
300 FORK=1T0zZ 
oO T=INTC RNIK 1 )K9+L ) 
Sed ONDGOTOS30s540%5501560957 
eee 
au | I=1 -GOTG620 
S40 [t=-13C0TG620 


cc 3+ 
ea hee boc 70620 


wou 2-357 60TG620 

f=32 6070620 

T=-32 16070620 
P=S1-G0TO620 
f=-31 +; 60T0620 

» D=GIPORELTCR 932 

0 TFPEERCLT(R 40 <2 32THENS! 


Geer ranean 


an 4 
co Mj 
ST 


co & 


Cis tr 1 
co 
on 


or 

Es 

| oe ee ad 
co <5 


“tI 


SG FORELTOR 9 32SL TOR J=LTOR D+ 
FORELTS 8 94 eNEXTReGOTO100 
900 FORK=353248T054272¢POKEKy 
Sashe Al ePRINT YOU WIN!!!" 2G0TO 
Lis 
2 
oINEXT! PRINT" YOU lest a 
“L110 FORKR=1TOLOS PRINT SNEXTSIN 
Baia AGAIN" sYSPIFLEPT SC Sol 
="Y" THENRUN 
“1140 PORES SO 70 
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fEM FOTATO CHIP INVASION 
ER CONTROLS ARE KEYS 172 AND? 
IEFESOSsOCFORK=S611TOS25 (POKER s 32 
TRE PORER 9 255 
TATALT4 sS9s 21 ty yds 
2rl4is Sa: 0) 
39 WATHL4 2756229142195 22087249173 
eSarer Ol s 1952208 8917595632 

£9) TATAL]91 2299720821596 955s173935% 
recat Le heis Sael2 17394672 

“5G VATA2 339031419559 297595492 

50 FORK=S457T057 17 I=PEER( X464490 ) oP 
QEEXs TINEXTIPGRES 72996 
70 PORELLS S4°POKEL2s2 
Np" Foateto Chirs” 
99 PRINT" Ps eee mei "SFORK=1 
TOLOSPRIRT IREXT 

110 PRIET"HiL return to start seme. 
PS EPORESS LIZ 32 

129 FOREDPL SOI POREL2 2,253 X=USRE X DEP 
QRETTsS4¢PQREL2s2:X=USRCX ER=511 

124 IFPEERCK =25STHENLIO 
RK UEPORESS4134+¢K-611sXok= 


+X=USREX IPRI 


194 Y=PEEK( 
HEL ICOTOL23 

139 PEAT As BIFORK=ATOBSREADXIPOKEK » 
Sie 


As RB FORK=47TOR¢READXSPOREK » 
ey -ESSO 7 1 PORES 70833127 (GL=S41 


159 61613 146:G1 2 )=149 6103 )=147% 
POKEGL GLO F ):P=57098+T=9 

1?) FORZ=LTOLO; TFPEERS P de>) 27THEN2 
wie) 

210 TFGL=S4117ANUF= 

220 POREGL s $2¢F=F-1 
L=6L-1 

230 POREGL s+ GiCF ):GOTOL000 

200 TFPEERCP )<>191 THENSOO 

2o0 IFGL=54 1 394K 0F=3THENIOOO 

270 FPOREGL 2 32¢F=F+1¢ IFF=4THENF=126 
L=GLtl 

ap) POREGL sGiCF ):G8TO1000 

30D TFPEERCP )<>253THENIO00 

305 EL=GL-é4¢Z=Zt3 

310 IFPEERC BL )=32THEN400 

Bia PORERL+32: 32 ¢ IF PEEKC BL =235THE 
RESELL 

BO FORKR=9P9TOS25TEP-1 ¢POREBL sR EPOK 
EMLtLsReNEXTRES=S+1 SNG=NG-1COTO100 


tay 


490 FOREBRLsG1¢ FS POKEBL 432932 ¢BL=B 
L-S32¢ TF RLS S344 3THENSIO 

419 POREBL +325 32 

1000 NEXTZ¢T=T+1 se X=USRCX DS TC=INTC T 
/TODTTFNSSTEOTHENLOSO 


tie: A=IRTCRNIM 1 )X2141 453477 2POKE 
e234 POREX+1 7235 iNG=NGCHI 
"1959 PORE LL: O¢POKE125283 X=USR{ X ET 
FPEERK{ 610 J=OTHENL9O 
Zak FORK=255TO32STEP-1$POKEGLsKIN 
fTRAPORK= A T0353 +PRINT § NEXT 
1020 cain Mites Final score was" 5S 


LTHENITO00 
+ LFF=OTHENF=3 +6 


1150 PRIRT"You have beaten it."fPR 
TT ePRINTIPORESOSsStINPUT" Your name 


U7 FORR=611TOSL1L+ LEN( S$ )-13 POKEK 
PASC MITE S$eK-S1091))¢NEXTK 

Li71 PORERs 322FOKEKHF1 »32 

liv? St=STREC SS FORG=2TOLEN( $$ IPO 
RER+Gs SSC MIME( Sty9Ge1 ) INEXTESPOKEK 
465255 

180 PRINTIFRINT?GOTO1100 

1500 BATA7146997223 

L3L0 DATALSO2 3521625 2119140s12 9285 
1429139287 2491735 55721159201 573542240 
1326 TATA? rete LP2eGP 2 2405922005769 
472011699 255976154 128716920 

1559 DATAI41 998925169 9221339125169 
S$ 75116959 i417 3592 


3 GOSUBSOOTNW=50¢L1=53524 (FORK=532 
497054272: POKERs S32 ¢NEXT SDIMAC 30 ) 

20 FORK=53928TOS3932¢POKEKs 161 $NEX 
7 

30 FORK=S3514TOS 3898S TEPS2 SPOKEK 91 
6 NEXT 

$0 FORK=S35157T0535202POKEKs 161 3NEX 
Je A=RNIK X DEX=INTC RND X DANWHL ) 

70 FORK=LTOXSREATWS? NEXTKSFORK=1T0 
LENS WS )SPORESSOSS+K s 9S INEXTK 

90 PORELLTsO¢POREL2s253 

160 X=USR( X )FC=PEEK( S31 + IFCA6STHE 
N1LOO 

120 FORK=1TOLEN( WEDS IFASC( MIDS WS» 
Kel) M=CTHEN4SOO 

140 NEXTK?60TO600 

142 NRANRFLTIL=Lt2¢IFL=12THENL=0°L1 
=Lit34 

147 FORELIFL-2:C 

130 ONRRGOSUBISOs 200% 2405280951073 
3073509 3707380 3390 

153 IFRR=LOTHENSOOO 

137 GOTOLOS 

160 FORESSSS0s1745¢ POKESSSS11613P0 
hEvoddera.ra 

170 PORESSS825177 $POKES3S83s1613P0 
RES SS94 21 7S 3RETURN 

200 FORES3614s2103POKES346169 207 $PO 
KES 371032093 PORESS712%208 

21iG PORKES36159135¢POQKES37115128 
220 FORK=334646T0536785STEPS2 $3 POKEK ¢ 
L3S¢PORER+23143°NEXTK RETURN 


240 FOKES37421187$POKES37745187 RE 


TURE . 

280 PORES3S7449187 3 POKES37769187 ¢RE 
TURK 
S10 PORKES364471502POKES3643s150¢RE 
TURK 

330 PORESS649 7151 $POKESS6509 151 2 RE 
TURK 

3a) PORES 3773s 1502 RETURN 

379 PORES3777 21350 2RETURN 

300 PORES36767143 RETURN 

370 PORESSS$199 145 RETURN 

400 FORR=1TOLENC( WS ) 


410 IFASC( MIDS( WSsKs1 ) =CTHENGOSUB | 


$SO;PORES4OZ STK 90 

$20 NEXT? IFNC=LENC W$ DTHENS 200 

449 GOTO100 

450 IFPEEK( S4023+K J=32THENNC=NCH1 
440 RETURN 

300 FORK=35248T054272 ¢ POKER: 32¢NEX 
TePRIKT" HANGHMAN" 


FSF 
1549 DATALS9 2417141956925 96 sf 
te ‘. 


VU 


SOO PRINT" 0 weeeeee "*FORK=1T0 
LOIP RINT INEXT LFORK=1T02000 !NEXTIRET 
URN 

600 FORG=535 2470535244345 TEP 34 FOR 
‘=27 GLOSTER? ? IFPEEK( G+R-2 J=CTHENF1i= 


639 NEXTRtNEATG: IFFI=1THENF1=0-.60T 


6509 BOTOL42 

VSO DATA"HELLO” (DATAGYPSY sHIERGGL 
YPHICs CRUCIBLE sOF TEN» COMPUTER 

1020 DATAINCREDT BLE » CONVERTER sPROG 
RAMs BICYCLE sLIGHTENING 

1039 DATARADIGsRIFFICULTsCASSETTEs 


is 
L040 DATAPESSINISTs INSTRUMENT sWALL 
El; SHUTTLE sNONEY 2 FRAME 
i0G0 DATAGARBAGE s PAPER: BAGGAGE s AIR 
rLANE sENGINE » RECORD 
160 DATACUBICLE sPSYCHOPATHsPORTRA 
Hs DECINAL sETCTIONARY 
79 DATAPHOTOGRAPHsFLUORESCENT MA 

GAZINE sPORTABLEs CARTON 

1080 DATARELIGHT » AUTOMOBILE sCLOSET 
#VOLCARGs INEDIBLE 

Lo70 BATASLEEVE » CARINETs DUST sXYLOP 
HONE CE LOsPURPLE 

oVO0 [$="YOU LOSE THIS TIME!"tcasu 


BSO10760T95026 


SOCHIDE Tbs 1 >) SNEXTKERETURN 
SUL FORR=LTOSQ00fNEXTIDG="THE WOR 


$3 


I wAG ";GOSUBSOLO 
“0s FORK=1TOLENC WS POKES4023+K 9A 
prec gt aad ea Ls 

vo) FORR=1TOZ000iNEXTIGOTOS210 
5200 R$="YOU WIN THIS TIME!" {Gosup 
lito +P ORR=1703000 ¢NEXTK 

sel IRPUT"TRY AGAIN" #Y$f IFLEFT$¢ Y 
$1 J="" THENCLEAR: S0TOS 


rans 


sie FORK=33249T054272¢POKEKs 322NE 
AT? PRINT" BYE" 


CREATIVE sy BIAS sOPTIBIST Vid FORR=1TOLEN( DS fPOKES34444K 9A 


JXXSUBMITTING PROFESSIONAL PROGRAMS&x 


THESE COMMENTS 20 NOT APPLY TO JOURNAL SUBMISSIONS, 

IT HAVE SOME SUGGESTIONS TO MAKE TO EVERYONE WHO PLANS TO SUBMIT PROGRAMS EITHER TO 
AARDVARK OR TQ ANYONE ELSE FOR PROFESSIONAL PUBLICATION. 

FIRST» MAKE SURE THAT WE DONT PUBLISH THE PROGRAM ALREADY. I GET ABOUT ONE DOOBLER 
PROGRAM EVERY THREE DAYS. WE ALREADY PUBLISH ONE ANT WOULD NOT CHANGE UNLESS THE NEW ONE WERE 
VERYs VERY GOO, THEREFORE, BEFORE YOU SUBMIT A PROGRAM TO ANY SOFTWARE HOUSE» GET THEIR 
CATALOG AND MAKE CERTAIN THAT YOU AREN’T BUPLICATING EXISTING PROGRAMS, IF YOU ARE FIND THAT 
YOU ARE DUPLICATING & PROGRAM BUT STILL FEEL THAT YOURS MIGHT BE A SIGNIFIGANT IMPROVEMENTs 
INVEST IN A COPY OF THE ALREADY PUBLISHED PROGRAM AND HAVE SOMEONE YOU HATE DO AN HONEST 
EVALUTATION FOR YOU. REMEMBER THAT YOUR PROGRAM WILL HAVE TO BE A LOT BETTER THAN THE 
EXISTING QNE TO GET PUBLISHED. ANY GOOD SOFTWARE HOUSE HAS CONSIDERABLE TIMEs EFFORT» AND 
MONEY TIER UP IN TEBRUGEINGs ROCUMENTING ANE PUBLISHING THE EXISTING PROGRAM AND THEY ARE NOT 
GOING TO DUMP THAT WITHOUT A VERY GO00D REASON. 

I ALSO SUEGEST THAT YOU DO NOT SEND TO ANY SOFTWARE HOUSEs PARTICULARLY US» ANY COPIES OF 
HANGMANs 3 T} TICK TACK TOEs FUNCTION FLOTTERS: ROODLERS: OR TWO MAN AIRPLANE COMBAT. I GOT 
BOXES OF THEM ANI I AM SURE EVERYONE ELSE DOES ALSO, 

ALRIGHT, WHAT IS @& SOFTWARE HOUSE LOOKING FOR. WELL» THE VIREQ GAME IS NOT BEAD» BUF THE 
REQUIREMENTS ARE WAY UP. BOR RETELLE AND I AND SCHNIEBER HAVE BONE THE SIMPLER ONES VERY 
WELL-WE’VE HAD A LOT OF TINE AND EXPERIENCE. WE HAVE HAT TO TAKE OFF THE MARKET SEVERAL GAMES 
THAT WE SOLD A YEAR AGO BECAUSE THE STANDARDS OF TODAYS PROGRAHS ARE MUCH HIGHER THAN THEY 
USED TO BE. TO BE PUBLISHER, A PROGRAM NEEDS A NEW IDEA AND EXECELLENT GRAPHICS. TO BE REALLY 
SUCCESSFULL IN TODAYS MARKET» IT SHOULD BE SOMETHING ON THE ORDER OF BALLY’S NEW GALACTIC 
RAIDERS PROGRAM. SIMPLERsBUT SIMILAR. SIMPLER PROGRAMS CAN ALSO RE SUCCESSFULL»s RUT REQUIRE AT 
LEAST A NEW IDEA FOR A GAME. NON-VIBEOQ GAMES CAN ALSO BE SUCCESSFULL AND ARE BESIREB BY 
SOFTWARE HOUSES. AAREVARKS NEWEST PROGRAMS ARE ARVENTURE PROGRAMS. THEY REQUIRE SEVERAL HOURS 
TO PLAY ANI ARE OF RATHER HIGH SOPHISTICATION. THE HAIN THING THAT MOST AUTHORS MISS IN 
WRITING GAMES OF THE SORT IS THAT GUESS A RANDOM NUMBER GAMES ARE NOT PUBLISHABLE NO MATTER 
WHAT YOU CALL THEM. WE PUBLISH OVER 50 GAMES» AND ALL OF THEM REQUIRE SOME SKILL OR THOUGHT: 
AND HOPEFULLY BOTH. WE STILL GET SEVERAL PROGRAMS A WEEK THAT ARE CALLED BASEBALL OR FOOTBALL 
OR HANARABI THAT ARE REALLY JUST & MATTER OF GUESSING RANDOM NUMBERS. 

ALONG THE SAME LINEs THE GAME MUST GIVE THE COMPUTER A UNIQUE FUNCTION. A BACKGAMHON OR 
CHECKER GAME THAT JUST USES THE COMPUTER TERMINAL FOR A BOARD FOR TWO PLAYERS IS A LOT LESS 
FUN THAN A REAL BOARD AND REAL DICE. IF YOU ARE GOING TO DO A BOARD GAMEs MAKE SURE THAT IT 
CANNOT BE PLAYED ON A REAL BOARD EASIER, 

THE BIGGEST DEMANR NOW IS FOR UTILITIES AND FOR SIMPLE BUSINESS PROGRAMS. AS SHNIEDER 
SAYS: “PROGRAMS SHOULD WRITE PROGRAMS- WE SHOULD HAVE FUN’. PROGRAMS LIKE THE PAEGKERs: 
RENUMBERERs AND ERITORS HAVE A WIDE POPULARITY AMONG BOTH BUSINESS AND PERSONAL USERS AND ANY 
NEW ONES WILL BE LOOKED AT CAREFULLY BY A SOFTWARE HOUSE. 

BUSINESS SOFTWARE IS A WIE OPEN FIELD THAT MOST SOFTWARE HOUSES ARE LOUSING UP. MOST OF 
THEN WANT TO PUBLISH DOUBLE ENTRY» GENERATE 15 REPORTS» AND CONFOUND THE BOOKKEEPER SOFTWARE 
THAT WILL SELL FOR $250- $500. WITH DISK MACHINES DOWN TO $1000 AND TAPE MACHINES BOWN TO 
$3007 THESE MACHINES ARE INCREASINGLY REING PURCHASED BY SMALL BUSINESSMEN WHO DON’T NEED SUCH 
FANCY OR EXPENSIVE STUFF. ROGOKKEEPING RATHER THAN ACCOUNTING PROGRAMS THAT SELL FOR $50 
RATHER THAN $500 ARE GOING TO RE GOOD SELLERS IN THE FUTURE ANT WILL BE LOOKED AT BY AARDVARK 
AND ANY OTHER SOFTWARE HOUSE WITH SENSE. 

T FREQUENTLY TALK TO CUSTOMERS WHO HAVE DEVELOPED SOFTWARE TO USE IN THEIR OWN SHALL 
BUSINESSES. SUCH PROGRAMS OFTEN CANNOT RE PROFITABLY MARKETTED ALONE BUT CAN BE ADBED TO AN 
EXISTING LINE PROFITARLY. I ALWAYS ENCOURAGE THOSE WHO HAVE DEVELOPED SOFTWARE FOR THEIR OWN 
USE TO TURN IT GVER TG AN EXPERT AND ATTEMPT TO RECOVER THE COST OF DEVELOPEMENT. 

WE ARE LOOKING FOR: AND WILL PROBABLY DEVELGPE OURSELVES: SMALL PAYROLL AND INVENTORY 
PROGRAMS. 

ONE LAST NOTE GONE GAMES. GONE FIELD HAS NOT BEEN TAPPED. GOOD SPORTS GAMES ARE NOT AVAILABLE 
FOR OSI. f FOOTBALL GAME THAT WAS NOT A SERIES OF RANDOM NUMBERS WOULD PROBABLY GET GOOD 
REVIEWS FROM A SOFTWARE HOUSE: AS WOULD GOOD GOLF AND BASEBALL GAMES. OSI PUT OUT THEER ONLY 
GOON DISK SOFTWARE ON GAMES DISK 3 WHICH IS SPORTS GAMES» BUT HAVE NOT MADE ANYTHING AVAILABLE 
FOR THE HORE POPULAR Cl MACHINES. 
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WE DO STAY BUSY. BIG NEWS THIS MONTH I5 ABVENTURE FOR THE OSI. IF YOU HAVE NEVER PLAYER 
ADVENTUREs YOU’VE HISSED SOMETHING. IT IS BEST BESCRIBED AS “INTERACTIVE FANTASY’- LIKE 
READING A BOOK: BUT YOU ARE ONE GF THE CHARACTERS. YOU TYPE IN ENGLISH COMMANS TO THE 
COMPUTER THAT ALLOW YOU TO MOVE AROUND AND EXPLORE THE ENVIRONMENT. YOU CAN ALSO PICK UP» 
BROPs SHOOT AND DO OTHER THINGS TO THE STUFF YOU FINE, THE WHOLE THING USUALLY TAKES A COUPLE 
OF BAYS TO PLAY. » 
T WROTE ’ DEATH SHIP’ ANB “ESCAPE FROM MARS’ ANT THEN BOR RETELLE WROTE “TREK ADVENTURE’. 
THEY FIT IN 8K AND SELL FOR $14.95 ON TAPE OR 3S’ BISK AND $15.95 ON 8’ DISK, . 
WE HAVEN’ T FORGOTTEN TO DO PRACTICAL STUFF TO0. WE HAVE ADDED “LETTER WRITER’ TO OUR DISK 
LINE. AS YOU CAN TELL FROM THE JOURNALs I AM RATHER ENTHUSIASTIC ABOUT IT. IT SELLS ON [ISK 
FOR $12.95 {I’M GOING TO RAISE THAT PRICE AS SOON AS WE GET THE CATALOGS REPRINTED). 
WE ALSO HAVE & WORD PROCESSOR - MINIPROS - IN BASIC - NOT DESIGNER FOR BIG OFFICES- WHICH 
SELLS FOR $26.95 ON BISK., IT HAS FULL EDIT FEATURES PLUS ALL THE STULL IN THE LETTER WRITER. 
OUR NEW INTELLIGENT TERMINAL PROGRAM IS A BOOSEY. IT ALLOWS YOU TO DOWNLOAD PROGRAMS FROM A 
MAINFRAMEs EDIT WITH ABOUT 22 EDIT COMMANDS: RUN THE PROGRAM LOCALLYs OR SEND IT BACK TG THE 
MAINFRAME FOR EXECUTION. IT WILL BE AVAILABLE AS SOON AS THE LOCAL DEALER RETURNS MY C8. IT 
WILL SELL FOR $59.95 MAKING IT QUR MOST EXPENSIVE PROGRAMS ANT ONE OF OUR BEST BARGAINS - IT 
IS REAL BIG SYSTEM TYPE SOFTWARE. 


WE ALSO HAVE NEW DATA SHEETS- 
IMPLEMENTING THE SECRET SOUND PORT ON THE CIP ($4.00) 
BUILDING A LIGHT PEN FOR YOUR OSI ($4.00) | 
€1 SOUND BOARD PLANS - USING THE TI CHIP FOR REAL ARCABE STYLE SOUND ($5.00) 
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